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Game Masters! Create an unlimited array of galaxies and worlds in minutes 
with Logicus Simulators. From galactic expanses down to one meter terrain 
details, this easy-to-use, fractal-based, PC software graphically simulates 
every aspect of your campaign setting, all in 3-D. 

Asfrologicus Simulator. Create entire galaxies of stars, with millions of worlds. 
Navigate deep space. Discover black holes, pulsars, gas giants. Probe new 
planets and moons. 

Terralogicus Simulator. Generate unique worlds to your specifications, 

with rivers to cross, mountains to climb, forests and 
to explore, cities to conquer. 

Print Full-Color Maps, Make game nights more intense 
and exciting with galactic charts and terrain maps. 
Include your own GM notes, labels and encounters. 

Order Today! Get the software that Computer 
Game Review™ calls a "Godsend” for Game 
Masters. Order by phone (816-767-0500) 

24 hours a day. 7 days a week, or mail 

your check today! ■ 
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SAVE ivTifti ^on buy bollt! 


Aslrnfogirtfs Galaxy Simulator; $39 95 Terrafogicns WorlrS Simulator; S39 95 

-CflLL-f-816-767-0500 TODAY. VISft and accepted Add« 03 S&H. 

and phone number to. LopcrjicihiE Inci ■ P.O. Box 8885 ■ Kansas City, MO ( 
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International Sales: 214-690-9195 Information; 504-455-7678 
Internet: Goldtreel^ AOL.Com - or on die Web. 
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From the Gamemaster's Forge 

From the Gametms ters Forge is a series of generic articles and GM aids ♦ 
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M y first try at writing this editorial 
was twice as long as this one, and 
involved my personal history: how 
1 got into gaming in the first place, my 
time out of the hobby, my serendipitous 
encounter with SHADIS, and so on, In 
reading it over, however, 1 realized that in 
all probability nobody cared. What I sus- 
pectcd you readers were interested in was 
an explanation of the changes in the mag- 
azine. Well, "buckle your seatbelts — it’s 
going to be a bumpy ride." 

As you have no doubt noticed, 
SHADIS is undergoing a sea-change. The 
look is changing, the size is fluctuating 
wildly — why, there’s even a new editor! 
"What are they doing to my SHADIS?" 

Relax. The things that make SHADIS 
what it is aren’t going to change. You're 
still going to get great articles which are 
truly useful at the game table. As jolly 
mentioned in his final editorial (*21), I 
pulled together the majority of the previ¬ 
ous three issues, and I've been recom¬ 
mending articles for even longer than that* 
If you’re interested in seeing what 
SHADIS will he like in the future, look at 
the past. 

Nevertheless, changes will be made. 
Some have, in fact, already been made, as 
you’ll notice when you page through this 
issue. Whereas Jolly seemed perfectly 
happy taking on the work of ten men, I'm 
only going to attempt the work of half a 
dozen or so. Hence, I've been delegating 
authority to folks in anticipation of the 
new year. 

SHADIS-watchers may he wondering 
where Issue *21.5 is. The half-issue idea 
has been retired; SHADIS Presents may 
occasionally occur as a bonus, large issue, 
possibly quarterly or twice a year, hut its 
future is still up in the air. Meanwhile, 
we’ve gone monthly. There wi 11 be a full 
issue of SHADIS every month, but it 
won't he 112 pages; it’ll he 96. This is the 
same total page count as before (when it 

4 - 



was 112-80-112-80), but with a full issue 
every month. Other changes will include: 

The Edge, This will be the centerpiece 
of tf \e new-look SHADIS, a pull-out cen¬ 
ter section of the magazine which wilt see 
the resurrection of reviews, unseen since 
*18 (in a vastly expanded format), time- 
dependent material, and whatever insider 
information and industry gossip we can get 
our hands on. Now, I don't get a lot of 
industry gossip — I rarely get away from 
my computer — so I handed the whole 
package over to Ken Carpenter. For those 
of you who haven’t been paying attention 
to mastheads and by-lines, Ken is our 
Miniatures Editor, and also writes regularly 
for Dragon, White Wolf (requiescat in 
pace), and almost anybody else who will 
hold still long enough to have printed mat¬ 
ter submitted to them. He's remarkably tal¬ 
ented, and much more plugged in than I 
am, and Pm looking forward to seeing what 
he does with his pages. 

This major format change may seem 
hasty or unplanned, but it is neither. This 
section has been under discussion since last 
summer, and has been eagerly awaited in 
the office. 

The look of the magazine is changing. 
In a further effort to delegate authority, 
Pve turned over large portions of the lay¬ 
out duties to Matt Wilson, our Art Direc¬ 
tor. You’ve seen his artwork in the maga¬ 
zine before; this month, he has brought to 
bear not only his art, but also his graphic 


design training. We think the results look 
pretty good. 

Pm certainly not a layout professional, 
but I have for some time been interested in 
interface design, with which it overlaps. I 
want the medium subservient to the mes¬ 
sage. The writers of our articles are trying 
to get messages from their minds to yours; 
it's our job to make the transmission as 
easy as possible. Matt and 1 will be working 
together over the coming months to make 
SHADIS interesting to look at as well as 
interesting to read. 

Fiction. Yes, we’ll finally have fiction 
gracing the pages of SHADIS on a regular 
basis. The new' section, tentatively titled 
"Strange Vistas", is scheduled to debut in 
the next issue. We will he bringing you 
game-based short stories from some of the 
Big Names in the industry, and based on 
the initial response from the authors we've 
invited along, we think it's going rn rock. 

There — in a nutshell — you have it. 
We're going to hang onto what we’re good 
at, bring back some of our past favorites, 
include new bits we’re excited about, and 
look better doing it. We’d like to hear your 
feedback, especially as the changes really 
kick in with Issue *23.1 can be reached at 
4045 Guasti Road, Suite 212, Ontario, CIA 
91761, or by email at ShadisDJT^aol r c^m r 
Let me know what you think — I'm inter¬ 
ested in hearing from the world beyond my 
phosphors. 

—DJ, Trindle 
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N'isitJ^pgsWorld Wid^ at: Kupj//ww^^ervon^tB/'-dirkycjmshome.hun 


UituiU Ms is 


II 


■ t r /- ’ 












Spies For the Holidays 

More From the World of Real Spies 


By Dave Dollar © 1995 
Art by John Kovalic © 1995 


C hristmas is a time of giving, a time of 
caring and a rime of sharing. It is also 
a time of writhing around through 
sweaty shopping malls cramped tighter than 
a Cuban refugee boat. Christmas in D.C, is 
a dangerous time, because N.A.T.G. opera- 
rives do get vacation time (sometimes com¬ 
pulsory). 

When not on vacation, government 
employees are forced to adhere to a rigorous 
work schedule, encompassing such weighty 
responsibilities as yawning, competitive 
belching, scratching our private parts, order¬ 
ing pizza and searching for subcontractors to 
pay exorbitant fees to perform the complex 
tasks that we are not qualified to perform for 
ourselves {such as working). As such, for 
most government employees, relief from the 
daily grind is essential, which is why we get 
leave time for every holiday marked on the 
Christian, Hebrew, Islamic, Buddhist, 
Hindu, and Branch Davidian calendar 
(Charred Flesh Appreciation Day). 

in the five years that I have been with 
N.A.T.O. 1 have actually managed to accu¬ 
mulate 6.2 years of paid vacation time 
(including sick time, flex time, stress time, 
overtime and Howdy Doody time.) The rea¬ 
son that N.A.T.O. operatives accumulate so 
much vacation time is that most of the 
countries on the N.A.T.O. roster have some 
form of vacation benefits for civil servants. 
And since we technically work for ah of 
these countries simultaneously 1 can actual¬ 
ly accumulate British vacation time while 
lounging about on a cruise ship off the coast 
of France. Of course this is highly classified. 

Now, you may be saying to yourself, 
"Self, it seems to me that Carl is a bit down 
on the whole concept of Holidays/ 1 This is 
only partially true. Holidays are not at the 
bottom of my “Favorite Things to Do" list. 
Castration-with-a-rusty-cheesc-grater- 
dipped-in-Aqua-Velva is at the bottom of 
my “Favorite Things to Do’ 1 list. Vacation is 
somewhere in between “The Annual Hee- 


Haw Telethon” and “Proctologist's Assis¬ 
tant.” 

When my director started calling people 
into his office, I tried to run, 1 tried to hide. 
I tried to fake an aneurysm, but it was no 
good. 

“Larson. According to our records, you 
have a little vacation time coming," he said. 

“It's a vicious lie, sir. I’ve been slacking 
off badly.” 

“I think you've been under a lot of pres¬ 
sure lately...” 

“No sir, 1 feel terrific! Never better! May 
i smoke?" 

“No.” 

“Oh.” 

Tm recommending some leave time for 
you.” 

“But sir, it's Christmas!” 

“Let me put it another way, Larson. I’m 
ordering you." 

“Can 1 go to Beirut?” 

“No.” 

“Lebanon?" 

“No” 

“Bosnia!?" 

He finally agreed to let me work through 
the holidays on a special case. The orders 
read, “Compile complete surveillance 
report. Subject: John Lennon.” I was done. 
It was vacation or dead liberals. 

Real spies don't like vacations much for 
one simple reason; while you are not work¬ 
ing, N.A.T.O. temporarily suspends your 
L.G.M. (License for General Mayhem). As 
a result, operatives who, for the last three- 
hundred and sixty-four days, have become 
accustomed to “firing at will" and solving 
the simplest household dilemmas via the use 
of high explosives, are abruptly told to “act 
like a regular person." This is extremely dif¬ 



ficult, not just because 0-4 really lays waste 
to the toughest drain clogs, but also because 
being a spy is fun! Really, it is. Demolitions 
class gave me hundreds of new ideas for my 
model railroad, and all my bathtub toys are 
now armed with working depth-charges. 

Christmas is the worst, because you have 
to try to "act like a regular person” in the 
“Holiday Mai l/Demilitarized Zone" environ¬ 
ment. The overall effect of the holidays in 
D.C. is that on December 20th, the State 
Department forces several hundred armed 
and edgy nicotine addicts into the (non¬ 
smoking) Retail Jungle with thousands of 
unsuspecting civilians (who, incidentally, 
don't normally wear ballistic overcoats). 
This year's casualties include nine ninja tur¬ 
tles, two elves, fourteen sales clerks and six 
shelves of GT, Joe action figures with 
authentic gunfire sound-effects packages. 
(Competition for parking spaces has already 
resulted in four car-bombings - and there's 
still three days 'til Christmas eve. 

Spies do not adjust well to civilian life. 
Shopping at Christmas time is very compet- 
itivc — sometimes comparable to Aus¬ 
tralian football. And it's hard to stick to fair 
play when you are driven from the serene 
and soothing daily routine of counter-terror¬ 
ism and bomb disposal, and hurled headlong 
into live mad scramble to secure the very lost 
" Barbie- incred ible -uninsurable-sports-Car- 
playsct” in North America. And if your 
child is going to get that particular toy, he or 
she must also have the “Ken-goes-to- 
debtor s-prison-playset.” A lot of black mar¬ 
ket toy deals go clown and people get hurt. 
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Roll Spill 


The only re spice you get from hearing 
“Frosty the Snowman" performed by Julio 
Iglesias for the four-thousandth time is 
when the intercom pipes up with "Norm, 
wet cleanup and paramedic on aisle 
twelve.., 1 * 

Fortunately(?) this year 1 got off easy. 
JoAnnc is spending Christmas with her par¬ 
ents in Liverpool, and her parents hate me, 
so 1 am not going to have to spend another 
holiday trying to navigate my motorcycle 
through the streets of London (where every¬ 
one drives straight toward you) in search of 
the very lost pair of size-six, taupe pumps in 
Europe. ("Those arc my size-six taupe 
pumps, lady! I have a gun!") 

Instead, the boys at the office have elect' 
ed me to host this year's Christmas party. 
The announcement was made following an 
open, democratic vote of all the people in 
the office. A vote that 1 was conspicuously 
not a part of. 1 had heen absent, conducting 
a top-secret sociological experiment into 
the effects among the top brass of coating 
all the toilet seats in the State Department 
with white shoe polish (Squirrp! Eewww!), 
As 1 walked into the office. Boh was just 
excusing himself, following a hearty repast 
of my special Christmas brownies (in come¬ 
dy, timing is everything). I knew' that Bob 
would be on the toilet 'til at least June, so I 
accepted with only token resistance. 

To me this Christmas party thing is a 
godsend, because it means that 1 can do all 
of my holiday shopping down at the rarely- 
frequented “Soldier of Fortune Factory Out¬ 
let." For Jo Anne's belated present, 1 can 
wander the nearly empty shopping malls 
with the scores of recently-divorced hus¬ 
bands trading in approximately 600,000 
pairs of size-six taupe pumps for size-five 
taupe pumps. 

Anyway, the only problems 1 am run¬ 
ning into in planning a N.AT.O.-style 
Christmas party are catering and trying to 
find a ballistic Christmas tree. Fve already 
experimented with cooking our Christmas 
feast myself, but the only flavors 1 have 
managed to coax from my home-made stuff¬ 
ing are "Socks Benedict" and "Spackle Flo¬ 
rentine." Still, ir's a step up from my gravy, 
which 1 would describe as "Cream of Gray." 

With all the holiday excitement mount¬ 
ing, 1 can’t forget to up my renter's insur¬ 
ance policy before the party. There must be 
a post-it pad around here somewhere... □ 
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By Roger Spendlove ©1995 ❖ Art by Kevin Daily © 1995 



T he idea to play your favorite dungeon- 
ad venture by candle-light, accompa¬ 
nied by adventurous background 
music has no doubt occurred to nearly all of 
us at one time or another. For many, the 
ideas flowed further: we can increase the 
suspense — the sense of reality — even 
more by playing in costume. Get that old 
replica sword down off the fireplace and 
hang it at your hip, pur on dad's big 
bathrobe or mom's shawl, we'll serve the 
drinks and snacks only in "period" contain¬ 
ers, and on and on. 

Well, it may have been fun — once or 
twice. But after awhile, III bet, the novelty 
wore off and the effort of putting together 
all those props bee; more than it's worth 
just for a friendly game of table-top role- 
playing. Not to mention awkward and dan¬ 
gerous with candles dripping, cloaks and 
arms flailing, and swords gouging the furni¬ 
ture. 


So was it a worthless idea? Absolutely not! 

Props can be and still are a very fun 
aspect to role-playing. Think of the maps 
and player handouts provided in the back 
of most published adventure modules. 
Think of the lead figures and plastic-coated 
map grids upon which you've drawn the 
characters' surroundings. Think of the 
Conan or Star Wars soundtracks you play 
in the background* 

All of these are props: multi-media 
devices for enhancing the drama of your 
gaming experience* There are many more 
possibilities 

Personally, I love to use props — just so 
long as they don’t dominate the gamc. As a 
player, props help me to "get in character." 
Pm not a trained actor, so I'm not the best 
role-player in the world. Props help tne to 
feel as if I'm actually a different person. 
Some people criticize them as a crutch, but 




Volume W* Number 4 





Ars Magica ui revised edition * Coming rail 95 

Fxpvrience the a Weird- winning roleplaving garni' <>t magii and high adventure in Mythic I urope 

WUafijH of the Coa^i t iistnmrr Si-mu 1 . l2ltoMi24-09.33 


199* Wn«f4i it lt» l* r,i. lat Wit kill of ihf f*t%( % t ikfntwk^ it Winr* d iW (ft*M 


4*1 nt|C, ■. i All Mfefid «ftd tm»p« tiB itaAtfiiiih it Wh«J j , at lkt ittW. Iih r 











BsfdesDIce 


who cares? If it works, and you have fun in 
the game, go for it. As a Game Master or 
Storytel ler, properties help me increase sus¬ 
pense and drama in the scenes I present to 
my players* IVe found many and diverse 
ways to integrate props into a game, yet 
keep rhem simple and easy. 

Player Props—Aids to 
Getting In-Character 

Costume: Not a full-blown get-up, but 
merely accessory-type tilings to wear. Jewel¬ 
ry, rings or a necklace are easy to come by 
and even easier to wear. Use them to repre¬ 
sent the holy symbol of your cleric, emblem 
of your clan, scepter of authority, and so 
forth. Perhaps clothing accessories like a 
vest, belt or hat (especially appropriate if 
you're playing Indiana Jones) of the style 
your character might wear can help you feel 
more in touch with your character. Similar¬ 
ly, wearing boots or sandals instead of your 
usual loafers svill make you fee! like a differ¬ 
ent person. I've found that dressing in a 
shirt of the particular color my character 
frequently wears is a way of feeling "in 
touch" with my character. If your character 
wears a uniform of some sort, collect a few 
pins or patches of the sort that decorate his 
or her uniform. If you’re playing a scientist 
or medic, get a white lab coat from a sec¬ 
ond-hand clothing store. 

Gadgets; My favorite category because 
it consists mostly of toys! In this age ot 
electronic toys and merchandising tie-ins to 
major (or not-so-major) movies and TV 
shows, there’s an abundance of toys repli¬ 
cating the gadgets found in the show. If 
you're playing a game based upon that par¬ 
ticular media event, then you've gut plenty 
of opportunities. However, there are many 
non-specific toys that can simulate the 
types of gadgets your fantasy and science 
fiction characters tote around. 

The possibilities are virtually endless: 
devices such as communicators or wrist- 
radios. Medical instruments like a stetho¬ 
scope or tricorder. Small (fake) weapons 
like a blaster, pistol or dagger. Robots and 
creatures who accompany your group. Jew¬ 
elry and badges the characters might wear. 
Models of vehicles and space-ships they 
find themselves using. For some reason, 
vehicular toys seem to encourage our 
inborn tendency to fly them around and 
make sound-effects with our mouths I Nor 
to mention these toys frequently come 
equipped with realistic sound-effects and 
flashing lights. 
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You might never touch these props 
while gaming, but I’ve found that just hav¬ 
ing them laying around the game table or 
clipped to our belts is enough to stimulate 
our imaginations. Plus, they help us feel as 
if we’re truly participating in the world of 
our gaming story, just the feel of the phaser 
and tricorder on my hip, and communicator 
badge upon my breast, is enough to trans¬ 
port me to the universe in which my char¬ 
acter lives. 

Sound Effects; As I mentioned, many 
toys and gadgets have built-in sound-effects 
chips and speakers, or even flashing lights. 
Besides being fun to fiddle and play with, 
1 ve found these SFX can even serve a func¬ 
tional purpose in the mechanics of gaming. 
For instance, a player can trigger the sound- 
effect of her communicator signal to alert 
the GM that she's calling someone, instead 
of announcing to the GM "Pm going to call 
the ship now," If the players on the ship 
were distracted, the sound effect would 
probably catch their attention, alerting 
them that a message is incoming — just as 
it would for their characters! 

However, the possibilities with sound 
effects are greater for the Storyteller, which 
HI discuss later. 

The key to using props as a player is to 
use several items consistently. Pick out only 
those items which help you get in-charac¬ 
ter, and bring them to every gaming ses¬ 
sion. In time, even the act of not using a 
certain prop can become meaningful. For 
example, not wearing your clan-symbol pin 
will serve as a constant reminder that your 
character has been ostracized. Selecting dif¬ 
ferent items for each game or genre you 
play will help make the flavor of each game 
a little different; perhaps even help you 
mold the personalities of your various char¬ 
acters in different directions. 

But in any case, don't encumber yourself 
with too much stuff. Props really are a 
crutch of sorts; you don't want them to 
interfere with your role-playing, but rather 
enhance it. 


GM Props—Enhancing the 
Drama 

To heighten the dramatic impact of 
your game scenes, amplify the atmosphere. 
Of course you can do this (and have been 
for years) with merely the situation of the 
story, and the words you speak to convey it. 
Properties can be used to "punch-up” many 


suspenseful moments, making them even 
more dramatic and memorable. 

But you can definitely go overboard 
with atmospheric props. You probably don't 
want to go to the trouble every week of re¬ 
creating the environment of your game 
world, so try to keep it simple. Lighting, 
background music, source music and sound 
effects can generally be set up easily before¬ 
hand and left alone for the rest of the 
evening. 

Lighting: As the movie-makers know, 
lighting is probably the single most effec¬ 
tive way to change a place into someplace 
else. For a medieval nr low-tech atmos¬ 
phere, rather than using candles (which 
could be hazardous if they tip over), use oil 
lamps with glass chimneys, and keep them 
off the gaming table. Or better yet, just dim 
the regular household lights. 

For many high-tech settings, you may 
want to have the lighting very bright. Hor¬ 
ror and suspense games ought to have just a 
few- lights illuminating the gaming table 
(from above if possible), leaving the rest of 
the room in near-total darkness. 

For an instant dramatic effect, try dous¬ 
ing the lights completely at specific 
moment, or switching them on brightly. 
For example, rhe characters are infiltrating 
a top-security facility, avoiding traps and 
alarms by increasingly narrow margins. You 
keep the lights dim to simulate the build¬ 
ing's night-time corridors and inactivity. 
Then suddenly, the alarm is tripped — but 
before announcing it, you turn on the lights 
full blast. Watch the players jump! 

Background Music: Soundtracks from 
favorite movies of a similar genre are easy 
to come by and frequently they're just the 
sort of mood-setting music you want in the 
background. Yet sometimes they'll evoke 
the wrong images — Those of the movie 
instead of your story. Look into rhe huge 
library of classical music. Symphonies, 
operas and ballets are works written to con¬ 
vey a story with mood and atmosphere, 
which makes them well-suited for gaming. 
Music from a foreign culture, with or with¬ 
out lyrics, can sometimes sound very alien 
or intriguing. Some examples: Japanese or 
Chinese; eastern European such as Bulgari¬ 
an, Turkish or Greek; and middle-eastern 
cultures such as Arabian or Indian; all these 
employ sounds, instruments and tonal qual¬ 
ities that sound odd to the average Ameri¬ 
can’s car. 
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You could leave such music running all 
evening long, if you have enough of it to 
keep from repeating the same pieces too 
many times. However, it might he more 
effective to cue this music at the beginning 
of play to set the mood hut don't continue 
to play it all evening long. Cue the same or 
similar piece when you resume play after a 
break. Also, save some key pieces for the 
dramatic scenes. For example, cue the mar¬ 
tial war music when the characters enter 
battle; the chase theme when pursuit of the 
villain begins in earnest; the romantic 
melody when the characters meet an 
important NPC or love-interest. 

Theme Music: Have your yarning group 
select a certain piece of music to serve as 
their theme song. Then play it as an over¬ 
ture at the beginning of every gaming ses¬ 
sion. After you’ve done this a few times, 
the overture will become like the opening- 
credits music for a movie or TV show, and 
this will definitely increase the sense that 
you're playing-out a drama. If you some¬ 
times have difficulty getting everyone to 
“settle down" and begin playing the game, 
the overture is an excellent way to signal 
that “mundane concerns end now — let 
the adventure begin V* 

Sc leer a few pieces to serve as leitmotifs 
for certain important NPCs. Playing the 
song at the first introduction of that char¬ 
acter is an excellent way to illustrate their 
personality. When played at later times, 
when the NPC is deeply involved with the 
story, will serve to remind the players of 
who they arc dealing with. It might remind 
them that so-and-so is trustworthy, or that 
he’s frivolous and silly, or she's cunning and 
suspicious, or whatever. 

Juxtaposition Music: Finally, if you feel 
thoroughly confident in your ability to sus¬ 
tain a scene through conventional role- 
play mg techniques, you might try playing 
juxtaposition Music. This is music opposite 
ro what one might expect to accompany a 
particular scene. For example: a beautiful 
operatic aria during a bloodbath battle. Or 
a religious chant during an atheistic vil¬ 



lain's monologue wherein he describes all 
hts plans for world conquest. Or a precise 
watt: underscoring a long-in-coming duel 
between disagreeable personalities. 

Whereas most gaming music attempts to 
have an emotional effect upon the players, 
juxtaposition aims to be artistic, illustrating 
a notion or promoting a theme in the story. 
If done improperly, it will leave the players 
with a sense of fakery and silliness. But if 
you can pull it off with just the right piece 
of music behind a really intense scene, it 
can be quite powerful. 

Source Music is a film-makers’ term for 
music that is actually heard by the charac¬ 
ters, from a source within the story. This 
should be easy to come up with. If the char¬ 
acters will be patronising a tavern or canti¬ 
na, use some patty music of the appropriate 
genre. Visiting a weird alien landscape, cue 
some eerie atonal or electronic music. In a 
monastery or temple, play some Gregorian 
chants or hymns. If any character is a musi¬ 
cian, have him or her pick out a few songs 
they might play around the campfire. Play 
some sea-chanteys while the characters arc 
aboard ship. The possibilities are endless, 
especially if you're playing within a real- 
earth historical genre. Obviously, source- 
music should be cued only when the players 
encounter it in-game, 

Sound Effects; Plenty of Halloween 
sound-effects records are available these 
days, although they may be hard to find 
outside the month of October. Look in your 
local library; they may have some, plus 
other recorded collections of SFX for 
movies/TV/radio, Furthermore, many toys 
today come with sound-effect chips built in, 
which you can trigger whenever appropri¬ 
ate, As mentioned earlier, such toys and 
their sound-effects are excellent props for 
gaming. Remember those keychains that 
make various weapon-sounds for “blowing 
away" idiots on the freeway? They’re great 
for generating chaos and confusion during a 
battle scene, with the sounds of machine- 
guns or lasers blasting away between the 
players' actions, or punctuating good shots 
by your villains. 

Of course the cheapest sound effects are 
those you can make with your hands, 
mouth or household items. Raid your 
kitchen for metal, plastic and glass items 
that dink-and- clank, scrape-and-scratch, or 
bonk-and-clunk together interestingly. 
Start a kitchen timer ticking when the 
players are defusing a bomb, or any other 
intense, “time is running out" activity. Tap 


oft the unseen footsteps of a stalker. Rattle 
some nails and screws in a jar for the sound 
of machinery. Tune a radio to static or 
"ghost signals” for the ambience of an aban¬ 
doned ship. 

The key to using sound effects as a GM 
is to avoid overdoing them. You don’t want 
to reproduce every sound the players might 
hear, nor even the ones that are easy for 
you to make. Rather, employ the effects 
only at particularly suspenseful moments, or 
if they convey a message stronger than your 
words. For example: roll a marble in a metal 
pot for the sound of a space-station’s blast 
doors closing, and increase the speed of the 
roll for the slow, inexorable narrowing of 
the gap. Tit is is much more dramatic than 
merely saying: "the blast doors are closing 
and you have moments to make it." They'll 
hear by the frequency of your sound-effect 
exactly what's happening and they'll even 
be able to judge how long they've got to get 
through the door I And watch them jump 
— or sigh with relief — when you hang the 
pot with a spoon to signal the doors klang- 
ing into place. 

Choices: With this method, the prop 
becomes an integral part of the mechanics 
of your game. You provide a small prop for 
the players ro examine or fiddle with, and 
then you watch carefully to see exactly 
what they do with it, and how. You and 
they discover what choices their characters 
will make. 


For example: lay out several treasure 
items and sec who touches what. If one was 
cursed or trapped, you don't have to roll 
random to see who gets it. You've made it a 
matter of their own choice, so they can't 
complain. Or give them a map and watch 
as they discover secrets and puzzle over the 
map-maker's illegible scrawtings. Lay out a 
coded message, and watch the players study 
it to decipher the code. If they just can’t 
figure it out, you can give them hints when 
they make successful Intelligence rolls. Pre¬ 
sent them with a bizarre alien weapon and 
hope they point the muzzle in the right 
direction when they finger the trigger. 


The key to using props effectively as a 
GM is to keep them to a minimum, 
reserved for only the dramatic situations, 
maybe only three or four per gaming ses¬ 
sion. You aren't ttying to completely recre¬ 
ate the world of your story; that's the forte 
of live-action role-playing and historical- 
recreation groups. Used judiciously, proper¬ 
ties can enhance the drama and suspense of 
any table-top role-playing game, □ 
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Medieval Credit Cards 

The Role of Gemstones Through History 


Article and Artwork by Jeffrey Yette © 1995 


F or the past several hundred years or 
more, man. and more often woman, 
have come to appreciate the value 
and beauty of precious stones. Gems such 
as emeralds, diamonds and rubies have 
lon^ been sought after as keepsakes and 
symbols of undying love. 

But in the realms of the myth, folklore 
and fantasy, stones were more than valu¬ 
able,., they were necessary. Stones that 
protect from evil spirits and ward off dis¬ 
ease were among the many medieval credit 
cards...people simply wouldn't leave home 
without them. The following is a list of 
some of these precious stones. 

alemandina — A stone which could 
melt ice and boil water, 

alkibrit — The sulfur which is used to 
make “Creek fired' Creek lire was a flam¬ 
mable, gelatin-like material which burned 
intensely and was doused by water. Such 
material was placed in day pots and lobbed 
at foes and was especially used as a marine 
weapon. 

amethyst — A clear purple or bluish 
violet variety of crystallized quartz. It was 
thought to ward off drunkenness or prevent 
intoxication. 

amistunte — A hard stone (Hint) 
which set fire to tow (hemp fibers) when it 
was smick with a hit of iron 

anachitis — This is to call water spirits 
up from rheir depths. 

anacithidus — A necromantic stone 
used to call both demons and ghosts. 


antiphates — A stone of black color 
used as an amuletic defense against the 
power of a witch. 

Armenian stone — see lapis lazuli. 

asisu — See figius. 

belloculus — A white stone thought to 
render one invulnerable in war It had a 
gold spot circled with black, 

berelica — A gemstone which cured 
palpitations and, when powdered and put 
into wine, was thought to stop baldness. 

beryl — A greenish stone which 
attracted the rays of the sun and set fire to 
dry materials. Rings made from it main¬ 
tained agreements between spouses and 
cured all sorts of maladies, especially eye 



bezoar — A stone which is found in 
the stomach of various animals such as cat- 
tie, chamois, llama, goats, horses, porcu¬ 
pines, and monkeys; it was said to be an 
effective cure for most ailments, but 
worked especially well to prevent seasick¬ 
ness. They were particularly useful as an 
antidote to poison. The Oriental bezoar 
was made primarily of resinous organic 
matter arranged in concentric layers about 
a bard foreign nucleus. The Oriental vari¬ 
ety of bezoar is found in the goat, gazelle, 
etc. The Western or Occidental bezoar is 
found in the Peruvian llama, and consists 
mostly of calcium phosphate. The German 
bezoar, from the gemsbok (oryx gazelle), is 
composed of interlaced fibers or hairs with 
organic cementing material. Bezoars were 
still in use in the East as medicines and 
pigments during the first quarter of this 
century and perhaps still today. 
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Medieval Credit Cards 


brimstone — The old world term for 
sulphur. 

ceratinius —- A stone of lightning 
which was sometimes found in the shape of 
an arrow* 

Formed in the upper portions of the sky 
where the wind battled, it was to he found 
stuck in the ground nine days after it felt* 
For chaste people, it was a talisman which 
brought gixxt luck and pleasant dreams. 

ceromtes — A precious stone found in 
the eyes of a turtle of India* Those who put 
the stone on their tongue spoke only the 
truth, but its virtues revealed themselves 
between sunrise and the sixth hour during 
the new moon; when the moon was on the 
wane, the stone had its full powers only 
between dawn and sunrise. 

chalcedony — A green jasper which 
was thought to protect a person from phan- 
toms and drowning* It is a cryptocrys- 
talline, translucent variety of quartz which 
is commonly a pale blue or gray color, uni¬ 
form tint and luster nearly like wax* Chal¬ 
cedony of varying color is known as car- 
nelian, chry sop rase, heliotrope, agate, 
onyx, etc. 

chri&oletus — A demonifuge used also 
to drive away melancholy and illusions 
which were often thought to he the doings 
of demons. 

chrysolite (also crisolite)- A fibrous 
variety of serpentine which protected its 
hearer from the demons which cause night¬ 
mares (incuhus and succuhus) and phan¬ 
toms. One was assured of victory over 
demons if one carried in on the left arm, 
pierced and wrapped with the hair of an 
ass. It was also used to prevent madness 
and fever in general* Interestingly enough, 
it is a kind of asbestos, so it is also unaffect¬ 
ed by fire. 

colitre — A sapphire-like stone which 
was the color of the sea. He who carried it 
around his neck was sheltered from the dis¬ 
pleasure of his overlord. 

coral — Thought to he a cure for blind¬ 
ness antf toothache, and when mixed with 
powder of cumin, it served as a dentifrice 
and a lotion for the eyes. 

crisolite — See chrysolite* 


diadocos — The strongest stone used in 
divination and it resembled beryl* Holding 
it in one's mouth gave the beholder 
authority over devils and those who were 
summoned were placed in the service of 
the stone holder without making the hold¬ 
er himself bad. Before the diadocos could 
be placed in the mouth, it must first have 
been cooled in water to prevent bums* 

It also made all who carried it immortal, 
but did not stop from falling into a languor 
those to whom death was preferable. Bod¬ 
ies in contact with this stone rose up again 
suddenly without speech, sight or move¬ 
ment but collapsed when it was withdrawn. 
This stone was holy among all others* 

dionysia — A black stone with reddish- 
brown spots; when powdered and added to 
wine it prevented the intoxicating effects 
of the alcohol. The name is obviously 
derived from Dionysus; the Greek god of 
wine* 

draconitides (also dragon stone) — A 
carbuncle (a rounded and polished garnet) 
which is said to be found in the head of 
dragons. It had to be taken from the drag¬ 
on when it was sleeping, for otherwise it 
lost its magical properties. Enchanters 
would put a dragon to sleep and then cut 
off its head to steal the carbuncle which 
they would sell for enormous profits. 



exebenius — A white stone used by 
smiths to purify gold, which when drunk in 
wine was said to cure madness in women, 

frigius (also asius)- Black-veined stone 
which, when drunk in wine with the herb 
sabine, healed fistula and gout* 

galgate — See pyrite below* 

heartbone — The hard, red cartilage 
wdiich is found in a deer's heart. It is said to 
have medical qualities due to the cowardli¬ 
ness of the animal which relied on this 
“hone" not to perish from fright. This hone 
would comfort a frightened heart, especial¬ 
ly that of a pregnant women, 

jade — It was thought that jade was 
able to provide a link between this world 
and the spiritual world* 

jasper — A gemstone known in many 
countries by sixteen different types varying 
in color. It was once thought to he sacred 
and was faithfully carried by some as pro¬ 
tection against fever. Other jaspers were 
thought to behold different properties, See 
chalcedony above. 

lapis lazuli — A rich azure stone found 
in small rounded quantities and often 
showing spangles of iron pyrites. It was 
probably considered by the ancients to be 
sapphire and in modem day is still valuable 
for ornamental purposes* Also, it was 
thought to possess curative and healing 
properties. The deep blue "rays" were 
believed to aid in personal and spiritual 
expression and was said to halt inflamma¬ 
tion* It was also known as Armenian 
Stone, caustic potash, infernal stone, etc. 

lynx — This stone is a type of zircon, 
amber in color, which was believed would 
make people go to sleep or cure insomnia. 

madstone — A stone which was popu¬ 
larly thought to counteract the effects of 
poison from the bite of an animal. 

niger — A stone thought to hold very 
powerful properties; it was also called 
gelaticum. If it was put into a person’s 
mouth for a long time after rinsing with 
wax and honey, one could foresee the pro¬ 
jects of adversaries. More importantly, it 
was a powerful aphrodisiac. 
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onyx — A black stone which was 
thought to bring bad luck if it was carried 
in battle. 

oristes — A black or green stone which 
served as protection against animal bite 
and also from fear. It also made men sterile 
and caused women to abort. 

pontica —- A stone blue in color with 
red stars or drops and lines like blood. It 
was used by conjurers to compel demons to 
answer questions and also acted as a power- 
ful demon ifugp. 

pyrite (or galgate) — A stone which 
was good for diseases of the eye and diar¬ 
rhea, In later times, it was burned in enor¬ 
mous quantities for making sulphuric acid. 

red coral ■— This was used to protect 

i- 

chiklren from demons and black magic. 
Formally it was powdered and given to 
children as preventative medicine for 
epilepsy, which was viewed as either a 
divine illness or the madness induced by 
demons. 
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Greenwood Press, New York, 1986 
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Rowan, Cassandra, Dr,; 'Tire Magic 
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of Crystal Healing £k Crystals Through- 

n 

out the Ages" 

"Webster's New International Dictio- 
nary of the English l anguage": G. & G. 
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synochitis — A stone which rendered 
the owner rhe power over conjured demons 
while he or she questioned them. 


loadstone — According to myth, this 
stone was used to detect poison* When it 
came in contact with poison, it would 
change color and begin to sweat. It is a 
hufonite or their petrification, stone or 
similar object which was popularly thought 
to have formed in the head or body of a 
toad, hence its name. In addition to being 
used as a poison detector, they were worn 
as charms and used as antidotes to poison. 


tourmaline — A stone that when heat¬ 
ed gains electrical properties similar to a 
magnet* 


turquoise — A stone which was suited 
for the very young. □ 
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sapphire — A precious stone which 
was thrown upon the coasts of Libya by 
waves. It was said to have the property to 
bestow the gift of prophecy and to remove 
rhe chains of prisoners. It is either trans¬ 
parent or translucent crystalline; appear¬ 
ance is typically blue in color. 












































K urt strung :he sticfc hard and cursed to 
himself as his wingmans plane explod¬ 
ed Into /tames. His Messerscftmidt 
arced precariously through [he hail of flak and 
merai in a tight reverse. Two minutes ago , he 
had been part of an entire formation , 
patrolling the shies above occupied France for 
the enemies of rhe fteioh. Now. his was die 
only plane m sight. He toggled his mochinegun 
trigger and scanned the Hue expanse outside 
his cockpit, searching for same sign of the ban¬ 
dits that Hid ambushed them. 

From a cloud just below him, a sitter flash 
appeared, and he dove his plane to match a. 
His guns spat out a rattle of a thousand rounds 
in desperate pursuit of the blur, trying to cap¬ 
ture it and moke it bum the way it Hid made 
so marry of the Luftwaffe's planes bum. No 
such luck. With e/jfordess ease, the ictilercrei/£ 
shot around and locked its own weapons on 


the hopelessly slow Messerschmidt . Just be/ore 
the fire seared his face to oblivion, Kurt 
thought he could see the other pilot through the 
windsH'eld — its scaly , inhuman face cracked 
in a hideous grin.,. 

Of all the hoary, ancient, brow-beaten, 
dichG-ridden concepts to enter science fic¬ 
tion, an alien invasion of the Earth has got 
to be the hoariest. Since H.G. Wells pub¬ 
lished War of the Worlds, literary master 
and pulp hack alike have all taken a stab at 
menacing armies from beyond the stars. 
We've had straight-out conquering and 
commie-type infiltration. We've had flying 
saucers and three-legged tanks. We've had 
vaporous clouds and flesh-sucking doppel- 
gangers. We've had baby elephants, little 
green men and phallic seed pods. We've 
had every conceivable way this story can 
be told thrown at us, and by now, most of 


us are sick to death of it. Is it any wonder 
then, that science fiction RPGs have 
avoided the concept like the plague? 

From a creative standpoint, there isn't 
much a role-playing game can do with 
alien invasions. After its heyday during the 
1950s, the idea seemed pretty much sapped 
of energy and now, it just doesn’t fire the 
imagination anymore. Game designers 
have rightly decided to focus their efforts 
on other elements of science fiction, and 
most of the worthwhile elements of the 
concept have been appropriated for other 
genres. Let's face it: Great Cthulhu is a lot 
sexier than a bunch of little green men 
with Napoleon complexes. Without some 
sort of pep and pitan, there just isn't any¬ 
thing left in the alien invader story to 
make for a good RPG. 
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Or so it seemed, until sci-fi writer and 
history professor Harry Turtledove released 
the first hook in the WorJdttur series. An 
ongoing epic of four volumes, Workfu’ar 
managed to revive the notion of good old 
fashioned space invaders while simultane¬ 
ously providing a terrific framework for 
role-playing. The concept is devilishly sim¬ 
ple — what if the aliens had landed in the 
middle of World War II? — hut it provides 
enough subtle nuances and inspiration to 
keep even the most demanding role-players 
going* 

It’s May, 1942. The armies of rhe world 
are locked in vicious, deadly combat across 
every corner of the glohc, In Europe, 
Hitler’s dreams of domination are all hut 
realized, with only England remaining in 
defiance of his tyranny. Russia and Ger¬ 
many lie in an ideological death grip, as 


millions of dead on both sides pile up on 
the steppes of the Ukraine. Asia lies at the 
feet of Japan's imperialist expansion, while 
the United States slowly turns its industrial 
might towards avenging Pearl Harbor. And 
in the heart of Poland, the first steps of a 
"final solution" against the European Jews 
are being enacted by Nazi occupiers. Never 
before has humanity been so divided, never 
before has the fate of our planet been so 
much in doubt. 

And then they came: a fleet of huge 
spaceships piloted by reptilian invaders 
from beyond the stars. 'The Race," as they 
called themselves, had arrived to conquer 
the Earth and make it their own. They 
moved quickly, utilizing their superior 
technology to brush aside our forces like 
toys. Mainland China was seized from the 
Japanese, as was occupied France and most 


of the Third World. The Russian front was 
divided up the middle, the United States 
cut in half at the Mississippi. And nothing 
wc had seemed capable of stopping them. 
Suddenly, our aibbut insurmountable dif¬ 
ferences had to he shunted aside, and life¬ 
long foes had to join forces in the face of 
this common threat. To do otherwise was 
to risk eternal slavery at the hands of an 
utterly inhuman foe. Slowly and grudging¬ 
ly, the divided forces of mankind joined 
together in defense of their planet.*, and 
thus the true world war began. 

This article is intended to help 
gamemascers run a campaign set in this 
world, a world so close to our own and yet 
so unlike anything we've seen before. 
Interested GMs should be sure and study 
Turtledove’s books (two have thus far been 
written: in the Balance and Tilling the Bo/- 
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ance, with two more promised in the near 
future), as well as the more “mundane” his¬ 
tories of World War IL A healthy overview 
of other alien invader stories can he useful 
as well; War of the Worlds is an obvious 
one, and the original miniseries V contains 
some good ideas as well. The following is 
intended as a generalized overview and a 
guided ine to converting Turtledove’s nov¬ 
els into a role-playing format. As such, 
some of the story’s surprises are revealed 
below r , and readers wishing to keep the 
books fresh may want to hold off until they 
have familiarized themselves with them. 

The Race 

At the heart of the scries lies The Race, 
an advanced species of lizard-like aliens 
who have conquered a star-spanning 
Empire. Understanding the universe of 
Worlchccir begins with understanding them. 
Physically, the Race bears a strong resem¬ 
blance to bipedal lizards: scaly skin, sharp 
pointed faces, forked tongues, and socketed 
eyes that can move independently of each 
other. They walk on their hind legs, using 
short tail stumps for balance. They stand 
slightly smaller than your average human 
— about four feet — and weigh approxi¬ 
mately seventy-live pounds. Their appear¬ 
ance has led most humans to refer to them 
as "Lizards,” and the Race has matched 
such slang by referring to Earth’s natives as 
“Big Ugl ics.” They wear no clothing, 
instead using elaborate patterns of body 
paint to signify rank and position. Their 
language consists of a series of hisses, 
growls and chirps, although they are quite 
capable of learning human speech as well. 
Lacking lips, they use other gestures to 
indicate particular emotions —- for 
instances, they let their mouths hang open 
to signal amusement. 

The Race's home planet (called simply 
“Home” hy the Lizards) has supported their 
civilization for over fifty thousand years. By 
all accounts, it is hot and dry, with very lit¬ 
tle ground w r ater and no polar ice caps. 
Two other planets —Rabotev 2 and Ha less 
1 — were conquered by the Race thou¬ 
sands of years earlier and contain condi¬ 
tions similar to Home, Earth’s environ¬ 
ment is considered harshly cold — even in 
summer — and holding far too much ambi- 
enr water for any “respectable” planet. 
Nevertheless, “Tosev 3” (the Race's name 
for our planet) is still considered desirable 


enough to conquer and place under their 
thumb. 

The government is an Imperial dicta¬ 
torship under a genetically engineered lin¬ 
eage of Emperors, The current Ssumaz 
dynasty of Emperors has ruled for twenty- 
five thousand years, and each Emperor is 
considered tantamount to God, The ships 
in their fleet are named after past Emperors 
(along with their number since the begin¬ 
ning of the dynasty — for example, the 
67th Emperor Sohrheb) and the existing 
leader is spoken of with hushed reverence. 
The governments of Earth's “not-empires” 
(i.e. the principal warring powers) puzzle 
them, as none have what could be termed 
a proper emperor and some even show con¬ 
tempt for such a position. The Soviet 
Union's boast of murdering Czar Nicholas 
has filled them with maddening rage; there 
was no word for “regicide” in the Race’s 
language before they met with the Soviet 
leaders. The Lizards believe almost to a 
man that they are the best possible rulers 
of Earth and look forward to putting alt its 
little empires under their thumb. 

Technologically speaking, the Race is 
hundreds of years ahead of us (at least by 
Terran standards). Their weapons are pro¬ 
jectile based, as ours are, but have longer 
ranges, greater firepower, and are more effi¬ 
cient in every way than ours are. Ground 
troops are typically equipped with flak hel¬ 
mets and rifles capable of firing hundreds 
of round per second. Vehicles are hydro- 
electrically powered, and fuel shortage 
seems to be no problem. Aircraft (called 
"killercraft” by the Race) can fly several 
times the speed of sound and cross a conti¬ 
nent within hours. Maneuverability is 
inhumanly high, and includes VTOL and 
hovering capacity. Armaments include up 
to six guided missiles and a long range 
assault cannon, and armor is thick enough 
to repel most Terran rounds. Tanks (called 
“landcniisers") are manned by three Lizards 
apiece, and the match of any ten Terran 
counterparts. Finally, the Lizards have a 
small stockpile of nuclear weapons at their 
disposal, but are loath to use them in com¬ 
bat, as doing so renders large tracts of land 
uninhabitable. The Race intends to colo¬ 
nize, not obliterate. 

The army which landed on Earth in 
May of 1942 did so through the use of 
interplanetary travel (of course). A con¬ 
quest fleet of numerous ships under the 


Lizard Election! Avtar was launched from 
Home several decades before, its inhabi¬ 
tants hibernating within “coldslecp” 
coffins to await revival upon arrival. A sec¬ 
ond fleet containing colonists and settlers 
was launched some twenty years after 
them, assuming that a peaceful, pacified 
Earth will be waiting at the end journey 
(the colonization fleet is set to arrive some- 
rime in the 1960s). Some of the Race’s 
ships have remained in orbit, bur many 
have landed on occupied areas of the plan¬ 
et — impossibly huge towers visible for 
miles around. From them, the Lizards 
launch their forays against Earth’s armies, 
expanding their territory further and fur¬ 
ther. Only a few have thus far been dam¬ 
aged by the efforts of Earth's forces. 

Weaknesses 

Despite their technological advance¬ 
ment and strength of purpose, the Race has 
several key weaknesses which humanity 
can exploit. Our planet’s cold weather cou¬ 
pled with the Race's reptilian physiology is 
an obvious advantage, as is our native 
knowledge of the terrain. The biggest 
shortcomings of the Lizards, however, are a 
bit larger than that. 

The Race as a whole does not respond 
well to change; new technology moves for¬ 
ward only after extensive periods of study 
and experiments, their government has 
existed unchanged for thousands of years, 
and social ways have been set since the 
dawn of their civilization; all of which 
translates into an unwillingness to try new 
things and an inability to adapt when the 
unexpected pops up. Their tactics are rigid 
and predicable, their routines set and nor 
easily broken. Clever human strategists can 
use that rigidity to overcome our techno¬ 
logical inferiority. Humanity's immense 
adaptability and willingness to improvise 
has th rown them for a loop since the 
beginning, as has our “relatively” quick 
technological advancement: they arrived 
with information nearly eight hundred 
years old, and had not considered any 
species capable of progressing in that 
amount of time. Imagine their shock when, 
instead of knights on horseback, they 
found themselves facing an industrial soci¬ 
ety armed to the teeth with tanks, planes, 
and the first beginnings of nuclear weapon¬ 
ry. The distance required to reach Earth 
and the effort involved in making a jour¬ 
ney (to say nothing of Avtar’s standing in 
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history) make it all bur impossible to ^im¬ 
ply withdraw, and rhc conquest went for- 
ward as planned. Bur our staggering level of 
advancement has caused a serious crimp in 
their schemes for the planer, 

A second disadvantage comes in t he 
form of supply. The invasion fleet traveled 
through the cosmos ar incredibly high 
speeds, yet still had to spend years in hi hen 
nation before arriving on Earth. A message 
back to the home world would take twelve 
years to arrive, and a colonization fleer has 
already been sent to settle down on a pre¬ 
sumably pacified Earth. The invaders had 
prepared to quell packs of Dark Ages sav- 
ages, not mechanized armies in rile grip of 
war. Their supplies of hovercraft, killer- 
craft, and other weaponry' are thus 
relatively limited. Despite slave 
labor on Earth and a few factory- 
ships brought from Home, they 
cannot hope to recoup any equip¬ 
ment losses they suffer. Humanity, 
on rhc other hand, has the whole 
damn planet at their disposal 
(minus Lizard-held areas, ni 
course), and is perfectly willing to 
use every available resource to 
repel the invaders, What we lack 
in quality, we make up for in 
quantity, and our adaptability 
ensures that each new plane or 
rank rolling off the assembly line 
is just a little better than the one 
before. Captured Lizard technolo¬ 
gy has allowed our scientists to 
improve our weaponry vastly as 
well jet planes, airborne radar and 
atomic bombs arc rapidly becom¬ 
ing technological realities while 
the Race’s armaments remain stat¬ 
ic and unchanging.** 

The ir most formidable weak¬ 
ness, however, lies not m military 
resources or rapid response capaci¬ 
ty, but in something far simpler. 

The ginger spice, a household fla¬ 
vor-enhancer suitable for any (aim 
ily dinner, is horrifically addictive 
to the Race. A few grains on the 
tongue produces feelings of eupho¬ 
ria, invincibility and unassailable 
optimism while simultaneously reducing 
focus, reaction time and hand-eye coordi¬ 
nation. As with most addictive chemicals, 
greater and greater amounts of the spice 
arc required to reach these feelings, and 
coming down hits harder and harder every 


time. Addicts can often think of nothing 
save the spice they crave, which — cou¬ 
pled with their increasing physical impair¬ 
ment — makes it all but impossible to per¬ 
form at peak effectiveness* Few are capable 
of resisting the addiction once felt, and as 
the war progresses* it spreads further and 
further into the Lizard ranks. Its final 
impact on the outcome of the conflict can 
only be speculated on, but it’s clear that 
the Race has not profited by its introduc¬ 
tion. 

The World 

Before the coming of the Lizards, histo¬ 
ry had progressed exactly the same way it 


had in the real world. World War II began 
on Sept* l, 1939 with the German inva¬ 
sion of Poland, France had fallen in May of 
1940 and the Battle of Britain had taken 
place that fall. Pearl Harbor was attacked 
on Dec. 7, 1941, and Germany had invad¬ 


ed Russia several months earlier. All of the 
events, historical figures, and national/ide- 
ological allegiances existed and occurred 
exactly as they did in the real world. 

The Race landed in the midst of what 
Churchill called the crucial fifteen month*s 
of the war* as Germany pressed for a final 
defeat of Russia* Britain began to slowly 
recover from the effects of the Blitz, and 
the United States struggled to get its 
resources online* The entire world waited 
for one of these juggernauts to buckle, with 
the future of the planet riding on the out¬ 
come. 

The arrival of the Lizards changed all 
that* as nations that had once fought each 

other now turned their 
resources towards expelling 
the invaders. But the delicate 
balance of power — although 
shifting along human/nonhu- 
man lines -— remains intact. 
With the nations of the world 
on a wartime economy, and 
desperately needed supplies no 
longer spent in fighting each 
other, the Earth’s resources 
have been enough to prevent 
the planet from being overrun. 
The Lizards’ advance w>as ini¬ 
tially unstoppable, but losses 
have slowly grown larger since 
the invasion. And while they 
continue to gain ground 
against the Terrans, their 
progress has gradually ground 
to a halt. 

The Race has almost com¬ 
plete control the skies, with 
their killercraft easily knock¬ 
ing down anything the Ter- 
rans send up. Britain and 
Japan still have functioning 
air forces (detailed momentar¬ 
ily), but no other nation has 
been able to maintain more 
than a handful of planes* This 
dominance is offset by the 
Race s almost total ignorance 
of water-ho me forces. Unused 
as they arc to a planet with so 
much freestanding water* the Lizards do 
not consider such forces a threat and have 
left the world's navies all hut untouched. 
The nations of the Earth can thus move 
large numbers of supplies over water with¬ 
out suffering the devastating attacks land- 
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borne convoys must endure. The Lizards 
have slowly caught on to rhis* and attac ks 
on passing ships have begun to increase, 
but so far no significant damage lias been 
inflicted. 

As for land, the Lizards have taken and 
controlled several large tracts of the Earth's 
surface. However, for purposes of the war, 
only three particular areas are of any signify 
icance: 

America 

The central United States has been the 
site of fierce fighting between U.S. Army 
units and the forces of The Race. The 
Lizards threaten to carve the country in 
half along the Mississippi — gradually 
strangling the nation into submission. 
Needless to say, U.S. forces have fought 
desperately to keep from ceding any further 
territory. The invaders hold large sections 
of the Midwest (Ohio, Indiana, most states 
on the lower Mississippi), and the two 
forces have seesawed back and forth across 
Illinois, with Chicago becoming a major 
point of contention. General Patton 
turned the Lizards hack from the city in the 
winter of '42, but since then, the aliens 
have made slow- but steady progress against 
their foes. The Manhattan Project at the 
University of Chicago was evacuated when 
the Race drew close, and relocated to Den- 
ver. Progress towards the development of 
an American nuclear weapon proceeds 
from there. The Race dropped a tactical 
nuke on Washington D.C. in an attempt 
to cow the continent into submission, but 
the act failed to have any effect (Roosevelt 
and the government having lung since 
been evacuated) besides raising the 
natives' ire. 

Europe 

Europe is a patchwork of Lizard/human 
control; the Race has carved out a huge 
fen it ho Id along the Russian front, including 
Poland and large tracts of the Soviet 
Union. In addition, Spain* Italy and south¬ 
ern France are also in Lizard hands* and 
the southeastern part of the continent has 
taken a tremendous beating from air raids. 
Germany has been forced to cede much of 
its territory conquered early in the w f ar, but 
continues to fight with a ferocity only Ger¬ 
many is capable oh Berlin was the site of a 
nuclear attack by the Lizards (just as 
Washington was). While hundreds of 


thousands were killed and a significant 
number of the Nazi Inner Gircle incinerat¬ 
ed* Hitler himself survived, and has con¬ 
tinued to push his beloved Fatherland 
toward defeating the invaders. Whether 
this is a good or bad thing lias been a unit 
ter of some debate among Earth's other 
inhabitants, but none can deny Dcr 
Ffthrer’s effectiveness in combating the 
Lizards. Germany remains the greatest 
obstacle in the Race's quest for domina¬ 
tion. 

The Soviets, too, show no signs of giv¬ 
ing up* although their situation is much 
mote dire. The Lizards hold much of the 
western portion of the country, including 
the fertile farmland of the Ukraine and the 
industrial areas of the Doner Basin. They 
continued to make progress towards 
Moscow throughout 1942-4 T As so many 
would-be conquerors have learned howev¬ 
er, conquering the entire country just isn't 
that easy. The Soviet army fights with grim 
determination and Stalin has vowed to lei 
every last man* woman and child die before 
he capitulates. No one doubts the man’s 
resolve. Large groups of partisans made of 
combined German/Soviet units continue 
to harass the enemy along the Russian 
front (that such previously bitter enemies 
are willing to join forces is a sign of just 
how threatening the Race's presence is), 
and the unbelievably harsh winters have 
taken their toll on the reptilian invaders. 
While the Soviet Union may be the first 
major power to fall to the Lizards, they will 
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insure that the hated aliens pay a heavy 
price for iL 

A crude German missile launched early 
in the invasion managed ro destroy a 
Lizard ship somewhere in the Ukraine. The 
ship had a large number of nuclear 
weapons on board* and as a result, a large 
amount of plutonium has fallen into 
human hands. The supplies were distrib- 
uted among the five powers, with Germany 
and Russia receiving the lion’s share. 
While the Nazis used it to further their 
nuclear program* the Soviets had enough 
ro construct a single bomb (they lacked the 
scientific resources to do anything else). 
Stalin is holding it in reserve* planning to 
use it as a last resort if the Lizards come roo 
dose to Moscow, 


Asia 

The Lizards have seized a large segment 
oi mainland China away from the Japanese 
who previously held it, and also parts of 
Siberia (where Russian resistance is as 
tenacious as it is in the west). Japan has 
struggled fiercely to regain its lost territory* 
and has become an ever-present nuisance 
to the Race forces occupied there. The 
pressing battles in Europe and America, 
however, lias kept the invaders from con¬ 
centrating more fully on that nuisance. 
Within the iKcupied territory, resistance is 
mostly covert, Chiang Kai-Shek's Kuom- 
imung (Nationalist) forces and Mao Tse- 
Tung's Communist forces fight a constant 
guerrilla war against the invaders, just as 
they did against Japan. Despite the pro¬ 
fessed unity of the human race, both the 
Communists and KMT are loarh to work 
with their former enemies* and all three 
forces act more or less independently of 
each other. The Chinese peasantry* caught 
in the middle of it all as they have hecn for 
centuries, are merely content to survive 
and contribute passively when and where 
they can. 

The iwo great powers left most unaf¬ 
fected by the Race arc England and japan. 
Though ihe targets of numerous air raids* 
the Lizards did nor consider such (relative¬ 
ly) tiny islands strategically viable, and 
have concentrated their forces elsewhere. 
Thus, the two countries have strength and 
freedom that their allies lack: both still 
have a functioning air force* neither has 
territory held by rhe Lizards* and their 
technological capacity has been steadily 
increasing as time goes on. These “insignif¬ 
icant" island nations are rapidly becoming 
a nuisance the Race can no longer afford to 
ignore. 

In addition to these areas, the Race 
controls most of Africa and South Ameri¬ 
ca. Bui with the brunt of fighting occurring 
elsewhere* their final impact on the war is 
questionable. (Mohandas Gandhi is, how¬ 
ever, said to be organizing a passive resis¬ 
tance campaign in India; only time will tell 
what sort of effect his unique form of war¬ 
fare will have on the Race}. 

Politics 

Needless to say, Terran politics has 
undergone a major transition since the 
coming of the Lizards. Despite animosity 
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and at rimes outright contempt, the five 
world powers managed to set their differ¬ 
ences aside and concentrate on the com- 
mon toe. 

The scope ot the Lizard attack has 
helped matters some. With the alien knife 
pressed ho close to tire respective throats of 
Germany, the L’.S., etc., the great powers 
have neither the means or the resources to 
continue fighting each other. Besides this, 
however, all of the major powers have 
agreed to cooperate in certain ways. Cap¬ 
tured alien technology is to he shared 
among the "Big Five 11 (and was, in fact, in 
the case of the aliens' plutonium), and it is 
u nd e rs n x id that shot i Id any a m n t ry penn a - 
nently throw off the yoke of the invaders, 
it will immediately come to the aid of its 
allies. 

Certain countries, however, have been 
forced to capitulate to rhe Race. Italy fell 
relatively rapidly, and although Mussolini 
managed to escape to Germany, the 
remaining government has settled under 
the Lizards' thumb. Many parts of the 
Third World are also under Race control, 
their governments lacking the resources 
and industrial capacity to effectively resist. 
Tlie most complicated tangle of alle¬ 
giances, however, lies in Poland, The Jew¬ 
ish population of that occupied state was 
on i he verge of the Holocaust; the Lizards 1 
arrival spared them from a fate worse than 
death, and the aliens were welcomed as lib¬ 
era mrs when they first arrived* The leader 
of the Warsaw Jews, Moishe Russie, broad¬ 
cast Lizard-endorsed propaganda on the 
radio, telling the world of the atrocities his 
people suffered at the hands of rhe Nazis, 
The remainder of the world has had a hard 
time believing such claims, however, and 
the near-victims of the Holocaust have 
quickly become reviled as traitors to the 
human race. 

As war continues, the Polish Jews have 
come to realize that the Race is a scant 
improvement over the Nazis who came 
before them. Certainly, they are no longer 
starving, nor are they under threat of geno- 
cidal annihilation, but they remain slaves 
beneath the thumb of an inhuman oppres¬ 
sor. Resistance cells have sprung up, unrest 
is growing, and Moishe Russie and his fam¬ 
ily managed to escape to England, where 
he now speaks out against the Lizards over 
the BBC 
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Regardless of their intentions for our 
planet, the Lizards" invasion prevented 
once of the most horrifying crimes in 
human history. Few can believe anyone 
was capable of such genocide, and with 
Hitler’s Nazis in the thick of the fray 
against the Lizards, Germany’s murderous 
intentions may quickly be lost within the 
tide of history. 

Role-playing In the World of 
Worldwar 

h is not difficult to see how rife this 
environment is with role-playing possibili¬ 
ties. Players can take the role of soldiers or 
civilians caught in the wake of the Lizards 
invasion, forced to turn to their former 
enemies to try and survive in a world gone 
mad. Whether they are Panzer drivers in 
the heart of the Ukraine, Chinese partisans 
in the Asian hills, RAF pilots flying sorties 
over occupied Europe, or American troops 
fighting madly through the streets of 
Chicago, a rich and rewarding campaign of 
battling imperialistic space iguanas can 
come to life with just a few steps. 

Research, of course, is a must. The 
overview of Turtledove's books presented 
above is hopelessly inadequate, and GMs 
planning a campaign set in Worldwar 
should definitely familiarize themselves 
with the real thing (In the Balance is avail¬ 
able in paperback wherever fine literature 
is sold; Tilting r/ie Balance shouldn’t be far 
behind). A healthy dose of World War II 
history can’t hurt either; many of the cen¬ 
tral players in Worldwar are actual historic 
figures, and understanding what made 
them tick can be key to running a strong 
story. 

Once the GM feels sufficiently 
immersed in the material, he or she should 
choose one of three principal areas of fight¬ 
ing as the setting for the characters to 
occupy. Each one has a slightly different 
flavor to it; depending on what the group 
wants to do with the campaign, one partic¬ 
ular location will probably serve best. 

The war in China is mostly under¬ 
ground, consisting of guerrilla raids and 
sneak attacks augmented by the more 
direct tactics of the Japanese army. Clan¬ 
destine operations are the name of the 
game here; characters will most likely con¬ 
duct hit and run raids, cany out assassina¬ 


tions, or participate m smuggling opera¬ 
tions. Within rhe urban centers, active 
resistance is a little more downplayed in 
favor of more secretive activities; steamy 
intrigue, midnight meetings and mysterious 
packages delivered while dodging Lizard 
patrols are the order of the day. 

Ironically, Europe hasn't changed much 
from the way the actual war was fought. 
Occupied countries are hotbeds of under¬ 
ground resistance while the regular armies 
battle fiercely to hold hack the tide of alien 
advancement. The Russian front is one of 
the ugliest places on the planet and the 
troops who managed to survive there have 
taken the word “tenacious” to new levels. 
Meanwhile, the various heads of state 
struggle to coordinate their attacks, and 
diplomatic exchanges have become both 
more intense and far more dangerous since 
the Race landed. 

As a good shorthand rule, the style of 
play in the European Theatre should be alt 
but identical to the style of your favorite 
World War II movie. Replace the Nazis 
with the Race and throw the Germans in 
with the good guys (yikes), and you’re 
ready to rock. (Note: check out Dave Dol¬ 
lar’s article "Nazis: I Hate These Guys" in 
SHAD1S issue 20.5 for ideas on how to nm 
German characters.) 

In America, the idea of an alien inva¬ 
sion hits home the hardest. Spared the 
wide-scale destruction of WW1I, we Yanks 
have a tough time imagining a foreign 
power on our soil. In Woriduar, however, 
things have changed. Now the little green 
men really have landed and they’re invad¬ 
ing Hometown, U.S.A, Chicago has been 
pounded flat, Illinois is a scorched waste¬ 
land, and luxuries like hot water and elec¬ 
tricity are no longer available in many 
parts of the country. The infrastructure has 
taken a heating, and it's not unusual to see 
horse-drawn carriages as the primary means 
of transportation. Characters moving cross¬ 
country will have to avoid Lizard occupiers 
or enlist the help of passing Army convoys 
to get where they are going. How Ameri¬ 
cans deal with such a lifestyle — and the 
reactions they have to their formerly secure 
homes being flattened or occupied by bug¬ 
eyed monsters from beyond the stars — 
should be central to a home-front cam¬ 
paign. 
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Once the setting is established, creating 
characters shouldn't be too difficult. Most 
players should play members of the military 
(infantry, tank crewman or pilot, most 
likely) or hold specialised government 
posts (spies, etc,). Civilians are possible as 
well, but even they will have some sort of 
military bent as well; the war is affecting 
every man, woman and child on the plan¬ 
et. Civilians will most likely be guerrilla 
fighters, members ot a national resistance 
group, criminals, smugglers or the like. 

A healthy mix of nationalities within a 
given party is very important; 9/orldwar is 
about humanity joining together during its 
most divisive period, of working with your 
most hated enemies for the survival of the 
species. Characters should be a mishmash 
of former enemies and rivals, and intra- 
party conflict — to a certain point — 
should be encouraged. The six most obvi¬ 
ous character nationalities are those of the 
five major powers — America, Germany, 
Great Britain, Russia and Japan — plus 
China, the site of one of the Race's pivotal 
footholds. Characters from Canada, 
France, Australia, Italy, and various occu¬ 
pied European nations are possible as well, 
although many of those nations have 
either been taken out of the fight or are 
too isolated to do much on a wide scale. 
Too many characters from these countries 
could wreck the game's credibility. 

Getting a mixed group of characters 
together is much easier than it may seem. 
In Europe, the limited land space has 
thrown everyone together, and heavy Ger¬ 
man/Russian mixtures arc present all across 
the Russian front. Add a British SAS com¬ 
mando or American advisor and you’re in 
business. China has U.S. forces present on 
its soil (Black Sheep Squadron, anyone?) 
and the Russians weren’t far away either. 
German and Japanese prisoners of war were 
often interred in the United States for the 
duration of the war; with the coming of the 
Race, those prisoners might be set free and 
even armed in order to fight the good fight. 
No matter where your story is set, a mixed 
group of nationalities could appear without 
raising much of an eyebrow. (Just be sure 
things are explained properly in character 
backgrounds — OpL Klink wouldn’t show T 
up in downtown St. Louis without some 
kind of plausible reason). 
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Another great way to get the players 
together is to have them captured by the 
Lizards and subsequently escape (see 
below). The Race took many captives dur¬ 
ing their initial raids and threw them 
together with little regard to ethnicity or 
nationality. The group could find them¬ 
selves in a camp on foreign soil, and forced 
to join together to effect an escape. Once 
gone, they will have to find their way 
across occupied territory — with help from 
natives who may not even speak their lan¬ 
guage — to eventually reach their own 
lines. If an ordeal like that doesn’t bring a 
group together, nothing will. 

The central theme in Worldwar is that 
of unity, of former foes joining together 
against a common threat, A good World- 
war campaign will have this theme under¬ 
lying almost everything the players do. A 
certain amount of intraparty conflict 
should be encouraged, but the players 
should be made painfully aware that they 
must set their squabbling aside and con¬ 
centrate on the business at hand. 


often enough to remind everyone of the 
situation (i.e., just when the players seem 
to be getting used to things.) 

Game systems are an eclectic lot, and 
GMs should feel free to use whichever one 
they are most comfortable with for their 
campaign. GURPS is easily adaptable, of 
course, as is FUDGE* Any “reality"-based 
system can work well too; GDW's Twi¬ 
light: 2000 t in particular, is excellent for 
this sort of setting. The character genera¬ 
tion system is designed for soldiers of vari¬ 
ous nationalities, and combat is played fast 
and effectively. Simply remove the more 
modem equipment (anything after 1945), 
and you're set. 


The Package 

H: The players are contacted by mem¬ 
bers of their respective governments and 
asked to rendezvous at a meeting place 
here in Lizard-heId territory. 


A sense of desperation should be pre 
sent as well; despite their shortcomings, 
the Lizards are still formidable foes whd 
now control a large segment jif ojir planet. 
To defeat them, the players will need to hit 
them wtth-everything tbfchave, and if 
they're going to go down, they might 
well go down with their gpns blazing* 
Emphasize the fact that the i§|nh has very 
little to lose$-and that significant risks 
be taken if the characters wish to regain 


1 L: After a short but harrowing journey, 
characters arrive at the rendezvous site. 
There, they are greeted by a woman who 
gives them a large wrapped package* They 
must get the package to another contact 
the. far side of the territory. (Altemate- 
ey must get it all the way to their gov- 

in JJndon, Tokyo or wher- 

* ver ' ) J§. ; flf i 

adventure becomes a 
M.rough an alien-he Id 
jsc dodge patrols 
manetlyet through an occu- 

thread their way 
e between aliens 
Terrans in order to finally teach their 
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one of their ships) should understand that 
the invaders really are from a planet 
beyond the stars* The contrast between the irig on the circumstances, they may he 

gritty reality of world war and the sci-fi tempted to use the technology to extricate 

impossibility of the enemy should crop up themselves from a sticky situation. Such an 
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act would bring every Lizard within 200 
miles straight down on top of them. 

If de Gaulle Could Do It*. 

Hs Tire characters are operatives work' 
ing within a Lizard-held country. While 
working on a particular assignment, they 
receive a transcript of a local garrison's 
report to the Fleetlord. 

L: The garrison is holding an important 
leader of the occupied government (exact- 
ly who this is is up to the GM) and is plan¬ 
ning to transfer him to a more secure loca¬ 
tion (be* one of the ships in orbit). If the 
characters could rescue him and get him to 
a free country, the benefits to morale and 
propaganda would be extraordinary. They 
have a window of approximately three days 
before he is moved, and there is no time to 
check in for orders. They must act quickly 
if they wish to capitalize on the situation. 

St Needless to say, the garrison is well 
defended, and located within a veritable 
fortress (a hilltop castle, a secluded 
monastery, or whatever, depending on the 
locale). Getting in and out should be an 
exceedingly difficult task. Once they 
escape, they'll have to high-tail it to the 
border with the irate forces of the Race in 
hot pursuit. Luckily, the Lizards have a 
hard time telling “Big Uglies" apart, and it 
shouldn't be overly difficult to disguise the 
leader once he is freed. This will make the 
journey considerably easier. If the GM feels 
charitable, the local resistance cell can 
lend a hand, providing a diversion, layouts 
of the garrison, or whatever. 

“Zer Vill Be No Escapes From 
Zis Cempr 

H: The players have all been captured 
by the Race in one incident or another* 
After an unpleasant journey to an orbital 
ship and a fun-filled interrogation/ experi¬ 
mentation session, they are returned to 
Earth and placed in a P*0*W* camp some¬ 
where in occupied territory. Once there, 
they meet each other and begin planning 
an escape (players hate being taken prison¬ 
er, and an escape attempt is only a matter 
of time). 

L: During their plans, an independent 
escape attempt is discovered by the Lizards, 


and the perpetrators are executed. The 
camp commander warns the remaining 
prisoners against future escapes. 

S: The players, being the cocky bastards 
that they are, ignore the warning* They put 
their plan into action and surprise! It 
works. Once free, they must make their 
way through occupied territory to reach a 
friendly power. Knowing that capture and 
return to the camp would mean a death 
sentence, the players should be extra moti¬ 
vated to stick together and get away clean. 

A nasty twist to this scenario is to have 
the players reach Terran-held space, only 
to team that the local army commander 
isn't going along with the “unity of 
mankind” plan. He tries to have any of his 
former enemies in the party (Russians or 
British if he's German, Germans or Japan¬ 
ese if he's American, etc*) killed, and 
orders any “friendly” characters to help 
him. Will the players turn their backs on 
the comrades who helped them get this far? 
(If they do, you may want to check them 
for a pulse)* in any case, it's out of the fry¬ 
ing pan and into the fire for some or all of 
the characters, and the players may end up 
on the run from the very forces they tried 
so hard ro reach*** 

This HLS is a good way to open a cam¬ 
paign, and obviously can have an endless 
number of permutations. 

Conclusion 

Alien invasions are relatively 
untouched territory for role-playing games, 
and their clich£d status may be cause for 
some concern. But with help from Harry 
Turtledove (I can't emphasize enough how 
cool his books are; read diem!) and a little 
imagination, there is plenty there for 
resourceful gamers ro exploit. Once the 
campaign is rolling, you'll be surprised at 
how enjoyable it can become. So check 
your weapons, tighten your belt, and keep 
watching the skies. The Lizards have 
arrived, and they're ready to put the entire 
planet under their ruling thumb. Pray that 
we can find a way to stop them.** □ 
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Mutual of Oh My God’s Wild Kingdom 
A wilderness sotting for Hexus: Tho Infinite Olt« 


By Rob Heinsoo ©1995 



I ’m bleeding from a dozen cuts by the lime 
I've shimmied up to the fourth branch of the 
scale tree. So long as l don't slide back doum 
die scales in die wrong direction HI be OK, Vll 
hold on long enough to be rescued, J can go 
back to Babel and spend the rest of my life hap¬ 
pily in shades of gray cement. So Jong as J can 
hold onto my useless rifle to keep it /rom 
spJashing into the swamp and interrupting the 
two carnivorous manaroads snacking on a 
winged snake tu/ice my size at the base of the 
tree. So long as J can keep the blood from my 
wounds from dripping into the swamp beside 
the manatoads. So long as l can keep /rom 
screaming when carnivorous green slugs drop 
onto my neck from die canopy above, So long 
as the driver 0 / die Big Games Excursion A TV 
re wing towards me from way across die King 
can figure out that this is a no-tech zone and 
avoid bogging himself in here with me and the 
manatoads and the slugs. So long as the Ocjui- 
do or die Shaman Scouts don’t take this oppor¬ 
tunity to pursue dieir vendetta with Big Game 
Excursions. 

Then the Wind picks up and sends the 
manatoads splashing for deeper waters as 
something bigger and nastier swims into the 
swampJand with the Tide, and J know that this 
is "Sotcmg” 

The Park 

Tech and Magic Varies 

The phenomenon known ns “The Park 11 
is an exception to Nexus' tendency towards 
crowded urban realities. The Park contains 
wilderness realities with few native sentient 
inhabitants* 

Like the Infinite City* the Park is a 
mosaic of shifting realities with varying 
types of gateways and portals between 
them. But unlike Nexus' great sprawl of 
interlocked realities, the Park is also a sepa¬ 
rate and self-contained entity. Nexans vis- 
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Nexus Park 


iting the Park arc usually only able to 
access the portions of the Park realities that 
are in phase with the Park. The Park seh 
Join allows access to the wider realities that 
its chunks are drawn from, Nexans who 
enter the Park generally have to leave the 
by Park hy re-entering Nexus. 

Nexans value the Park as a place of 
beauty, leisure, and an alternative to their 
urban sprawl. For Nexans who choose to 
flirt with the Park's unique reality Tides, it 
can also be a place of adventure and sudden 
death. 

The Park’s Geography 

Like Nexus, the Park's constantly shift¬ 
ing reality chunks defy conventional map¬ 
making. But there is a consistent structure 
to the Park’s layout. 

Nexans refer to the outer ring of the 
Park as "the Ring" or "the Flats/’ The Ring 
tends to be composed of terrain which does 
nor greatly obscure vision: plains, savanna, 
scrublands, rivers, lakes, tundra, and desert* 
The reality chunks in the Ring are usually 
between half a mile and two miles in diam¬ 
eter* 

The inner core of the Park is known as 
"the Green/' "the Rough/’ and "the Core.” 
It contains much rougher terrain that often 


The Nexan Family Tide Table: 
Picnics in the Park! 
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High Tide 
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—excerpted from Nexus Life magazine 


blocks line-of-sight completely: forests, jun¬ 
gles, badlands, cliffs and mountains. Reality 
chunks in the Green are usually smaller 
than in the Flats, anywhere from two hun¬ 
dred yards to a mile in diameter* 

The Tides 

Theorists who avoid the word "Tide" are 
forced to refer to "reality cycles during 
which the interfaced realities oscillate slow¬ 
ly between periods of high and low proba¬ 
bilities of violent death.” Most Nexans use 
the nature metaphors encouraged by the 
Park* 

Sections of the Park which are at low 
Tide seldom contain overly aggressive 
wildlife or unusually dangerous natural phe¬ 
nomena* Of course wilderness areas are not 
created for human convenience, and many 
Nexans perish at Low Tide trying to get a 
better view of a waterfall or feeding the ani¬ 
mals. As the Tide rises, Nature increases its 
ante. Truly dangerous wildlife abounds, or 
otherwise safe realities experience cata¬ 
strophic natural phenomena such as storms, 
fires* tornadoes and earthquakes. 

The Tides sweep around the Park in no 
readily discernible pattern* Different areas 
of the Park usually have different Tide lev¬ 
els, While one part of the Park is waning 
towards low Tide* other areas could have 
rising Tides. Since the Park is as non-linear 
as Nexus, 'map-readers’ who try to apply a 
consistent structure to the movement of 
the Tides according to their concept of the 
Park's layout are in much worse shape than 
those who navigate experientially* 

The changing of the Tide can be envi¬ 
sioned as a subtle cycling of reality levels. 
The scenery won’t necessarily change as 
the Tide increases, but placid realities are 
quietly replaced by more dangerous reali¬ 
ties* Those who linger too long as the Tide 
comes in may find themselves shifted into 
an entirely different {and more lethal reali¬ 
ty), or the shift may occur on a subtle level 
that they won't notice until the new reali¬ 
ty's predators find their scent. 

Tides usually rise and decrease slowly, 
though occasional rip Tides catch people 
unaware. The term 'High Tide 1 is generally 
reserved for a Park-wide condition of 
extreme danger which occurs once or twice 
a week. At High Tide, most of the Park is 
too dangerous for even the strongest and 
meanest Nexans to surf. 
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Experienced Park visitors say that the 
Tides change "from the bottom up/’ Higher 
ground is affected last as the Tides creep up 
hills and mountainsides long after covering 
the lowlands* Nexans trapped in the Park 
have saved themselves by summit mg peaks 
the Tides didn't reach* (Note that flyers 
and aerialists don't benefit from this excep¬ 
tion to the usual flow of the Tides: if a real¬ 
ity in the Park is under High Tide, flying 
over it won’t protect you from any indige- 
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nous aerial species or natural phenomena 
such as gale force winds.) 

At low Tide, indigenous animals and 
natural phenomena native to the Park's 
realities seldom cross over reality bound- 
aries into realities which are extremely 
unlike their own* The hundreds or Thou¬ 
sands of realities within the Park maintain 
their own ecological ha lance. As the Tide 
rises, the Parks realities begin to intermix, 
and Park visitors can no longer count on 
internal consistency within the realities. 

The Wind 

In general, the Park doesn’t have to be 
dangerous unless visitors want it to be dan¬ 
gerous. For people who don't want to be 
caught in the surf, there is almost always 
room to run before the Tides, On the other 
hand, thrillseekers can find thrills, would- 
be suicides easily find death, and those who 
cluelessly tempt fate will get a clue. 

The best way to sense the movement of 
the Tides within the Park is to listen to the 
Wind* Like the sound of the ocean along a 
coastline, the sound of Wind passing 
through leaves or grass permeates the entire 
Park. Even in realities which lack wind or 
leaves for the wind to blow r in, the sound of 
the Park’s Wind is there for those who 
relax and listen for it. 

Nexans with some experience in the 
Park (or natural talent) can hear the Wind 
rising and retreating with the Tides* The 
sound of the Wind blows from the direction 
the Tide is coming from. Nexans who 
aren't tuned well to the Park may hear the 
Wind growing without being able to tell 
which direction it's coming from. Park- 
savvy Nexans cock their heads or sensory 
limbs for a moment, say ll Oh no, follow' 
me!" and run in the direction opposite the 
growl of a rising Tide Wind. 

Some surf-rangers swear that the winds 
blowing in the Park tend to follow the 
Wind of the Tides, but tadpoles attempting 
to follow that advice are probably headed 
for more surf than they can handle* 

The higher the Tide, the easier it is to 
*hear‘ the Wind and properly recognize 
which direction it is coming from* The 
Check to tunc in to the Wind is made 
using the Charisma statistic, reflecting the 
Park’s sensitivity to visitors’ self-concepts. 
At the GM's option, nature-oriented PCs 
may receive a bonus on such Mnd:Cha 
Checks. Failure to properly hear the Wind 


can have several effects. In some cases the 
GM should inform the characters that they 
can't hear the Wind properly; in other 
cases the characters misjudge the Wind and 
receive incorrect information. 

At Low Tide, determining the direction 
of the Wind requires a Check with a Diffi¬ 
culty of 10 or even higher. Rising Tides 
require a success against a Difficulty of 7, 
moderate Tides are Difficulty 5, “Surfs 
Up,” which is usually as high as the Tides 
get, are Difficulty 0, Failures mean that the 
character mistakes the direction which the 
Tide is coming from or mistakes the level of 
the Tide* In the event of a full High Tide, 
no one will mistake the direction of the 

Wind. 


If PCs are caught in the Park at High 
Tide, the GM is not obliged to overwhelm 
them with lethal natural phenomena or 
hostile wildlife. k’s just as likely that the 
PCs stumble out of the Park into a Nexan 
reality they would otherwise never have 
wished to enter*.,* 

High Park 

. High Park is a very stable band of reali¬ 
ties linking the greater Park to Nexus* As 
the name implies, all the High Park reali¬ 
ties are on mountainsides * This keeps them 
out of the way of most of the Park’s Tides, 
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All the major establishments which do 
business within the Park are located in the 
High Park; even Big Game Excursions 
Unlimited is located on a high-plateau real¬ 
ity near the Mount view Zoo. 

High Park realities only empty out at 
the true High Tides, which generally occur 
only once or twice a week for a period of a 
couple of hours. This can be inconvenient 
for those who have scheduled their big date 
at Terrace Gardens for the evening which 
turns into full High Tide, but death is a 
greater inconvenience. The High Park 
establishments are used to managing the 
necessary transportation with a minimum 
of fuss and discomfort* 


Entering tt» Park 

The Park has only one permanent 
entrance, from Nexus into Mountview Zoo 
in the High Park. This gate is usually the 
only way to take vehicles into the Park, the 
other gates seldom allow vehicles through. 

The Zoo Gate is always present but 
often changes its shape and size. It usually 
looks like a gate* seldom glowing blue or 
performing other special-effects tricks typi¬ 
cal of less-subtle portals. Sometimes the 
Zoo Gate is even labeled as the entrance to 
the Mountview Zoo and the Park, One day 
The Zoo Gate could be a modernist arch, 
the next a small cobblestone boulevard 
between monoliths carved with gargoyles. 
Sometimes it’s a ramp between concrete 
strewn with graffiti such as "Welcome to 
Mutual of Oh My God’s Wild Kingdom !" 

Shifting portals known as L-gates t short 
for “Elemental Gates” provide access to the 
Park from the rest of Nexus, There are two 
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types of L-gate: Wind Gates and Sun Gates, 
Shamans and metaphysicians often claim 
that there should also he Water Gates, 
Barth Gates, and Fire Gates, hut so far the 
Park has not cooperated with its theorists. 

In light of the great number of Nexans 
who wander into the Park with no idea of 
how they got there, there must be other 
types of gates and portals whose effects are 
more subtle. 

Wind Gates 

Wind Gates ate the most common type 
of L-Gate. Many Nexans can find Wind 
Gates in the city by listening for the sound 
of the Park's Wind. The huhs nearly always 
contain at least one Wind Gate and often 
contain four or five. Smaller realities and 
realities out on the spirals go for weeks 
without containing a Wind Gate. If a Wind 
Gate exists within a reality at the time of 
the search, the Difficulty of finding a Wind 
Gate in a reality chunk varies on the reali¬ 
ty's attunement to the Park, Some sample 
Park attunement ratings ate listed below. 


ft was a perfect day , We. looked for reali¬ 
ties rtair had /lowers coming tip and coiled it 

‘the spring/ling tour.* We got a fak wa^MU} 
die Green and never had troufoldlliig the 




Tides. Only saw one wanna-foe predator, a 
soft of scaled^vdf with 
teas out 0 / its league trying to chase down a 
family of dragonflies and never even caught 
our scent. We watched a couple O^uido 
wrestling down a slope further up die Rough* 
After a while they quit playmg around and 
just hung out on the rocks. A few chunks 
past them f saw a hunch of people basking 
high up on the slopes , looked like a Sun Rock 
picnic, hut J'd forgot the hinocs so f couldn't 
he sure . For a couple hours I forgot that we 
had to wade hack to Babel to bomb the Cor- 
vanni embassy at midnight. 


Wind Gates are usually about six feet in 
diameter and twenty feet high, made of 
swirling winds. They resemble miniature 
whirlwinds, drifting slowly back and forth 
within ten feet of their center point. Nex¬ 
ans who step through a Wind Gate disap¬ 
pear from Nexus, experience a momentary 
sensation of flight and then take one mid¬ 
air step down into a random reality within 
the Park, Nexans who are not accustomed 
to Wind Gates invariably fall flat on their 
face instead of moving as if they are step¬ 
ping off a staircase. 


Entering the Park through a Wind Gate 
is not quite as random as it sounds. Before 
stepping through, Nexans 'listen' to Wind 
Gates to sense how strong the Tides are 
within their target destinations. Use the 
mechanics for sensing the Tide explained 
above. 

The speed with which beings pass 
through a Wind Gate influences their des¬ 
tination within the Park. A careful step will 
take a person into a reality on the outskirts 
of the Park* A firm step will take them 
deeper, A wild jump or a run will almost 
certainly take a Nexan deep into the Rough 
at the center of the Park. A character who 
senses that a Wind Gate is blowing with a 
strong Tide who jumps into the Gate any¬ 
way should be prepared to splash down into 
heavy ‘surf/ 

Wind Gates are tuned to lifeforms, not 
to objects. Vehicles are almost always 
unable to enter the Park through Wind 
Gates; they remain in Nexus while the 
vehicle's occupants land within the Park. 

The only way to ensure 'landing' togeth¬ 
er with someone in the Park is to step 
through the gate touching them. Large 
groups who hold hands to enter the Park 
are known as "daisy-chains," with the per¬ 
son in the lead known as the "daisy-chain 
puller. 

If Wtnd-gaters do not hold hands {or 
ride piggyback!), there is always a chance 
that the gate will drop them into a different 
section of the Park. Criminals and other 
fugitives who wish to escape pursuers can 
not rely on this chance, since there is also a 
high likelihood that successive users of a 
Wind Gate will land in the same general 
area of the Park. Since Wind Gates never 
set people down in the same exact place, 
there's no telling which direction pursuers 
will gate in from, or how far away they will 
be when they arrive. 

Wind Gates seldom do any property 
damage. Objects thrown into Wind Gates 
without being attached to a sentient being 
are likely to pass unharmed through the 
Gate and remain in Nexus. 

Wind Gates often spring up in the early 
morning hours. They last anywhere from 
two hours to two days. 


Sun Gates 

Also known as Sun Rocks and Nudie 
Rocks, Sun Gates are a much less common 


form of entry into the Park, Many Nexans 
think of them as more of a joke than as a 
travel option. Nexan's resistance to the Sun 
Gates stems from two major problems; Sun 
Gates are slow; and you have to strip naked 
to use them. 

Sun Gates are circular red stones, usual¬ 
ly about six feet tall and around 30 feet in 
diameter. Their flat tops are perfect for sun¬ 
bathing; the rock gets warm but not hot in 
sunlight. 

Sun Gates generally manifest in fields or 
on rooftops for anywhere from a day to 
three days. Sun Gates can be moved with 
heavy machinery or powerful lifting magics. 
But on the few occasions when Sun Gates 
have been moved into Proust research labs 
or Something Street art shows, the Rocks 
have always stopped functioning as gates to 
the Park. 

Sun Gates transport people into the 
Park, but only naked people. Sun Gate 
users have to disrobe, lie back and bask. It's 
OK to keep your clothes and weapons next 
to you on the rock; if they're not extremely 
bulky they'll be transported with you. 

Sun Gates won't function unless the 
users are truly comfortable. Everyone bask¬ 
ing on a Sun Rock travels into the Park 
together, disappearing from Nexus at the 
same moment and arriving comfortably on 
normal rocks somewhere in the Park. Peo- 
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pie who fidget and wait tor the Son Gate to 
work usually aren’t going anywhere. To 
make the transition work, people need to 
forget about their destination, relax and 
enjoy the sun — and when they sit up and 
look at their surroundings again they will 
be in the Park. 

Obviously there are huge drawbacks to 
using Sun Gates, They’re slow and you’re 
vulnerable. But Sun Gates always lead to 
low Tide areas where it's safe to bask for a 
long time in your new- surroundings, at least 
so far as dangers indigenous to the Park are 
concerned. Even Nexan trouble-makers sel¬ 
dom seek to disturb Sun Rockers once 
they're in the Park* since the normally dis- 
interested Oquido have been known to 
take a special dislike to Sun Rock lurkers. 

Dedicated Sun Rockers swear that all 
the most heauriful Park realities can only be 
reached by Sun Gate. They could lx. 1 right. 
A small but dedicated community of Nex- 
ans keep each other informed of new 
appearances of Sun Rocks, 

The Rainbow Collective in Angel City 
often organizes Sun Rock expeditions. 
Sometimes they're even joined by Angel 
City gang members* though a few of the 
Rainbow People choose to leave immedi¬ 
ately, unable to relax around real weapons. 

As you might expect. Sun Gates only 
work in the daytime. Moonlit users may get 
appreciative comments, but they're not 
going anywhere. 

Exiting the Park 

There are no L-gates within the Park. 
Exit from the Park is by the Zoo Gate or 
walking over the one-way border into 
Nexus. To get out across the border, Nex- 
ans simply walk away from the Green and 
cross the Flats until they exit into a stan- 
dard Nexus reality. This isn't always simple. 
Predators and natural phenomena indige¬ 
nous to the reality chunks become increas¬ 
ingly dangerous with the rising Tide. Since 
the Tide sometimes rises from the periphery 
of the Park towards the center* walking out 
is not always a straight-line journey. 

To navigate back into Nexus from the 
Park, PCs need to pick a target reality and 
walk away from the center of the Park. 
Some realities are harder to find from the 
Park than others; for instance. N ex ans 
whose final destination is Rabel often aim 
to exit the Park into Chimera City and 
then pick their way across town to Babel. 


GMs may choose to roleplay trips out of 
the Park reality chunk by reality chunk, or 
use the Nexus Navigation mechanics to 
simulate the journey. Nexus navigation 
skill helps people find their way out of the 
Park hack into Nexus. Unless the Tides are 
directly in the way forcing them to change 
course, PCs make a standard Nexus naviga¬ 
tion roll against a Difficulty corresponding 
to the Park Attunement Raring of the reali¬ 
ty they wish to exit into. Finding the Zoo 
Gate is usually Difficulty 5 from the Ring 
and Difficulty 10 from the Core. Standard 
Nexus navigation time requirements apply, 
so if the Tide is rising quickly the GM will 
want to keep track of the PCs' progress. 

Story Ideas 

Sun Rockers from Verite report that 
they've seen Sun Gates inside the Park. 
Two Sec he Rouge friends lay down on the 
Rock and disappeared forever. Later the 
PC's chase an enemy into the Park through 
a Wind Gate only to see their foe strip 
naked, climb onto what looks like a Sun 
Rock, and disappear... 


A Nexan middle-man hires the PCs to 
get a message to his sister to tell her that 
their mother lias died and she is welcome 
to come hack to Babel for the distribution 
of the estate. The middle-man can't deliver 
the message himself because his sister runs 
with the Shaman Scouts, spending most of 
her time in the Park. Can the PCs track 
down the missing sister? Will she welcome 
their message? Or is the supposedly grieving 
merchant sending the PCs on a wild goose 
chase to go through the motions of trying 
to contact his sister? 

The Mechanists need data on the Park 
for a Virtual Reality experiment, and for 
some reason they don't want to send their 
own machine-people into the Park with the 
reality recording instnimcnts. Will the PCs 
play eye-wire for the Mechanists? What are 
the Mechanists really up to? And why are 
they afraid to enter the Park themselves? □ 
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W hen a player-character {PCI) has 
the good fortune to reach the 
heights of success, this usually 
means they become rich and famous, in 
addition to usual accumulation of experi¬ 
ence, skills, and equipment. No more scrap¬ 
ing along for rent, gear, and transportation, 
right ? Won't have to put up with rich snobs 
and snotty servants, correct? Well, maybe, 
hut while this may seem like the solution to 
all of the PC’s problems, it doesn’t so much 
get rid of these difficulties as replace them 
with a new set of more complex challenges, 
A Game Master (GM) must not only decide 
how well the PC can settle the old troubles 
(which may be harder than you’d think) 
hut also what new ones will appear. The 
irony is that the new problems are directly 
related to the PC's success. Life just gets 
more complicated. 

The typical opponents faced by charac¬ 
ters are usually straight forward types such 
as the evil Dr, Fang, the horde of the Dark 
Lord, Captain Swastika, the purple goo 
from Dimension Q, the ghost of Halloween 
Past, space pirates from Qwozunk, Kid Fast- 
draw, Stiletto Sam, Imperial battle robots, 
and so on. These are easy for the GM to 
handle, but consider that the TC’s new- 
found notoriety will mean more sophisticat¬ 
ed encounters with non-player characters 
(NFC's) that cause different kinds of trou¬ 
ble. 

These NPCs are not enemies in the tra¬ 
ditional sense but people or organizations 
who want to get something from the VIP 
PC. They're not swinging swords or spray¬ 
ing bullets. Some are well-meaning, others 
aren't, but they all have to be dealt with 
one way or another, or the problem will 
snowball. The table below gives ideas on 
what kinds of encounters can he expected. 
They ate given in a generic format, which 
can be applied to roleplaying games set in 
many different eras. 

Fame 

When a PC becomes famous, the GM 
should arrange an ego boost in the form of 
having NPCs recognise and compliment 
her. Of course, there are drawbacks to this. 
One may be followed by curious people, 
making it difficult to carry out covert mis¬ 
sions (sec*12 and *15 below). 

A PC who's often been ignored or rude¬ 
ly treated under various social circum¬ 
stances will suddenly find strangers fawning 
on her when she becomes famous. Tins may 
seem like fun, until she realizes that this 


friendliness is merely a facade, and these 
people don't see her as an individual, just a 
celebrity to be exploited (see *4, *7, and 

*27), 

Many people will make demands on her 
time just because she's renowned. They 
want something, either fora good cause {#8 
and *29) or to satisfy their own ambitions 
(*28). 

The PC will also become a target for 
anyone with a gripe (*5, *13, and *26). 

Some just like to complain (*22). Oth¬ 
ers who want to advance their own agenda 
will attempt to embroil the PC in various 
machinations (*19 and *23). Simply being 
famous can create enemies {*14 and *18), 

Finally, becoming well-known will also 
bring around all sorts of people one normal¬ 
ly would not encounter, such as those 
found in *2, *6, and *24, 

Fortune 

Money makes the world go round? Per¬ 
haps, but it can make a PC's head spin, too. 
What can a PC do if they've got a lot of it 
but don't spend it right away? 

In pre-modem times there were no such 
things as dependable financial institutions. 
Oh yes, there were banks and places to 
deposit money, but they were anything but 
guaranteed, and subject to the vagaries of 
war, disasters, politics and the market. Fail¬ 
ures were not all that uncommon; interest 
was low or nonexistent. A PC might keep 
her money at home, but unless she wants to 
give up adventuring to guard it round the 
clock, thieves will eventually get wind of 
the stash and try steal it (see *3), If she has 
followers, guards, and a vault to do the job, 
how dependable are they really? With alt 
that money around, there's usually someone 
who could be tempted. “Inside” jobs are 
more common than you'd think. 

Modem banks are more reliable, but still 
have their problems. Moving lots of money 
around or withdrawing large amounts of 
cash attracts government interest. It might 
even be illegal. In any event, just letting 
money sit in an account tends to increase 
one's taxes because of the interest. It must 
be invested, so the PC needs the advice of 
profess iona Is (*16), 

Anyone who makes a lot of money 
tends to attract the attention of the govern¬ 
ment (*17), in addition to less desirable 
persons (*ll). Naturally, anyone who 


wants money will show up as well (*9 and 

* 21 }. 

One thing that most wealthy characters 
will acquire is property. This brings with it 
a number of headaches, such as who will 
take care of it, how good a job will they do, 
and how much will this cost, just because 
the PC is fond of her valuable stuff doesn't 
mean other people won't lose or abuse it. 

Effrontery 

A famous and powerful PC may buy into 
the notion that she's above the law and 
most everyone else, especially when this is 
suggested by members of the new class of 
people she meets: devious and double-deal¬ 
ing NPCs who have their own inflated 
egos. This may lead to a condescending and 
manipulative attitude towards low-level 
and minor NPCs. If she treats the “little 
people” like din, than she'll find her fame 
will be more like infamy (does the Queen 
of Mean ring a bell?), and they'll get their 
revenge (see *25 alternate). Persistent 
busybodies, annoying accountants, suspi¬ 
cious servants, and underhanded underlings 
can topple even the mighty. 

The table's encounters are designed 
around PCs who are basically "good” peo¬ 
ple, or at least try to be. For borderline or 
underworld characters, the encounters 
should be modified as needed. For example, 
a vampire PC's family might turn out to be 
a pack of annoying ghosts who turn up 
every time she tries to put the bite on 
someone, ruining the occasion. Crime 
gangs, hitmen, informers, evil corporate 
types, and rival crooks can substitute for 
religious, social, government, and business 
organizations. Their methods will be more 
direct than filing a lawsuit, obviously. 

1- All in the Family: Unless the PC is 
an orphan, she will have parents, siblings, 
aunts, uncles and cousins whom she's close 
to. Once she becomes famous, the relations 
will hit her up for presents, cash, favors, 
jobs, trust funds, an education for junior, 
and so on. 

2- Long Lost Kin: Almost everyone has 
distant relatives they rarely hear from. It 
only takes a little notoriety to bring these 
people out of the woodwork with their 
hands outstretched. Unlike close family 
members, these freeloaders have little loyal¬ 
ty to the PC, and are a complete burden. 
Alternatively, there are the Bogus Rela* 
tives: people claiming to be relations show 
up, and proceed to fleece the PC for all 
they can. 




SIMMS ©1995 



The Devil WIN Dm Yoit_ 


3, Careful Crooks; Professional crimi- 
nals will target those whoVe got the bucks. 
Considering the PC's reputation, they will 
make certain to strike when she’s not 
around Not only cash hut valuable equip¬ 
ment will be stolen* They are world-class 
burglars* 

4- Fair-Weather Friends: These back- 
slapping buddies are always around to con¬ 
gratulate the PC on her successes and then 
ask for favors. They make many big promis¬ 
es in return but never seem to come 
through on their end. When she needs help 
they evaporate into thin air. This category 
includes two-faced superiors and other hyp¬ 
ocritical acquaintances who try to take 
credit for her successes, but blame her for 
their failures. 

5. False Follower: A current henchman 
or prospective one who asks to serve the 
PC. He actually is a trairor t and will dou¬ 
ble-cross her at the most opportune time* 
He is jealous of the PC's success or has 
some other gripe* Less malevolent hirelings 
will merely botch their assignments, back- 
stab bureaucratically, or pass along informa¬ 
tion and nimors to the PC's rivals* 

6* Pernicious Panderers: Whatever 
weaknesses the PC has, the Panderers will 
show up to cater to it. Alcohol, drugs, com- 
panionship, equipment, magic, illegal 
weapons, collections of valuable art or 
antiques, gourmet food, information, etc. 
Once they sink their hooks in, they will try 
to influence the PC for their own purposes, 

7* Grasping Golddiggers: They’re after 
the PC’s wealth, by establishing a intimate 
personal relationship. These bimbos and 
gigolos will profess undying whatever, but 
they won’t stick around when the bullets fly 
or money dries up. 

8. Charity Solicitors: Every philan¬ 
thropic organization around town will ask 
the PC for money, endorsements, personal 
appearances, involvement, etc* Big time 
guilt is the message; “you're well off, hut 
there’s thousands who need your help”. 
They’re not above telling the PC some 
dying kid lost their dog, or any story it takes 
to get a response, 

9, Agents, Public Relations Reps, 
Managers, Promoters, Lobbyists: If the PC 
doesn’t have someone to represent her, 
then these people will constantly pester her 
for the job. Their usefulness lies in han¬ 
dling and diverting many of the annoying 
situations that come with notoriety, like 
those listed in this table. However, they 


will want a cut of the take, and may misrep¬ 
resent the PC to the public, in addition to 
interfering in her personal life* Some are 
not honest in their dealings, 

10, Professional Advisors: Wealthy 
PCs will need assistance with handing their 
money, legal, and business affairs. Lawyers, 
accountants, bankers, investment brokers, 
consultants, and personal secretaries may 
all be employed to this end. This is more of 
a necessity than a problem, but the larger 
and more complex the situation, the more 
time that will be needed by the PC to keep 
on top of it. Of course, if she puts every¬ 
thing in the hands of her employees, it’s 
possible that they'll be manage her affairs in 
ways she would not approve of* A few may 
squander the PCs r^sp^ces, or utilize them 
in illegal ways, whjj$ r p£hers may simply 
take them* J » r f i 

1L Conniving Cob Artists: High class, 
sophisticated swindlers Vfy to defraud the 


but seemingly respectable ones, for 
instance, merchants or businessmen of 
spotless reputation (until now, that is)* 


12. Irritating Hero Worship: Kids, old 
ladies, screaming teenagers, nosy loafers, 
groupies, wannabes, autograph hounds, and 
souvenir hunters intrude on the PCs life. If 
the PC becomes terribly famous, they can 
become such a nuisance that she can't go 
out in public without a phalanx of body¬ 
guards. 

13* Religious Fanatics: Something 
about the PCs lifestyle upsets the beliefs of 
a church or temple. They preach against 
her, write against her, rally against her, and 
maybe pray against her. The attitude is 
inalterable. 

14* Sicko Psycho: A obsessed person 
stalks the PC, taking pictures, recording her 
conversations, breaking into her house, 
stealing mementos and the like* They may 
even claim to be a spouse or relative. A few 
go over the edge and become violent and 
dangerous* 

15. Malignant Muckrakers: Obnoxious 
journalists or blackmailers invade the PCs 

privacy, dog her 
tracks, research 
her past, harass 
her family and 
relatives, all in 
order to uncov¬ 
er some dirt 
about her past 
(and make 
money, of 
course)* 

16. Deal- 
makers, Power- 
brokers, and 
Middlemen: 
These are the 
guys who pull 
the strings 
behind the 
scenes. 
They 
always try 
to weasel 
in on any 
deal the 
PC tries to 
make, claiming 
they know the 
ropes, have 
exclusive con¬ 
tacts, can get a 
special under¬ 
standing, etc* They're probably right, but 
they also work to make themselves indis¬ 
pensable to any action the PC might con¬ 
template* They are the voices of compro¬ 
mise, nay-saying, and hesitation, both hin- 
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dering and helping her. This category also 
includes interfering superiors in any organic 
zarion or area the PC' belongs to or lives in* 

17* The Government: The PC is sub¬ 
ject of a probe by investigators, tax audi¬ 
tors, legislative committees, blue ribbon 
commissions, police agencies, bureaucrats, 
regulators, etc. It doesn't matter if she has 
done anything wrong or not; the process is 
long and aggravating. 

18. Jealous Rivals: There is someone 
who can't stand to see the PC succeed. 
They’ll do anything to try to bring her 
down: pass along rumors and innuendo, 
blackball her, hire sleazy private investiga¬ 
tors to track her, forge incriminating docu¬ 
ments, plant fake evidence, pay off people 
to make false accusations, try to subvert 
friends and followers, etc. 

19. Do-gooders and Crusaders: Social 
groups that want to inflict their notions of 
propriety on the PC. They maintain that 
she is a public role model, and must act 
accordingly. They may be staunch support¬ 
ers, but one step out of line can turn them 
into bitter enemies. 

20. The Anti-Everything People: No 
matter the PC does, the ami-everything 
people arc against it. Are her superpowers 
depleting rhe ozone layer? Is she disrupting 
the ecosystem hy killing off all the dragons? 
What about errant blaster bolts or unsafe 
cyber implants? These meddlers will stir up 
opinion against the PC, maybe picket her 
house, or even file legal action. They ate 
dogmatic and unwilling to compromise. 

21. Deep-pocket Delvers: Since the 
PC "s rich, there's bound to be someone who 
will file spurious legal actions in hopes of 
getting a financial settlement. Note that 
they will go after anything associated with 
the PC: businesses, relatives, friends, prop¬ 
erty, her insurance company, her pets, and 
so on. They like to claim they are the right¬ 
ful owners/originators of something the PC 
lias or does. For example, any treasure the 
PC finds could be claimed by its creator, 
anyone whose hands it's passed through, 
plus all their heirs. The government may 
try to muscle in under salvage, treasure 
trove, and cultural artifact laws. Other 
times they may set a trap, and sucker the 
PC into a compromising situation. The 
legal costs of defending against these claims 
will mount up, regardless of the PC’s inno¬ 
cence. 

22. Contentious Critics; Professional 
fault-finders, editorialists, and commenta¬ 


tors who hold all of the PC's activities up to 
the light of public scrutiny. In excruciating 
detail, they love to second guess the hero¬ 
ine and cast doubt on her motives and 
compensation. They don’t always tell the 
truth, either, through honest mistakes or 
malice. You can be sure that any retractions 
will be found buried on page 86, by rhe 
“lost cat" notices. 

23. Outspoken Organizations; The 
PC's home town/planet, race, species, 
nation, clan/tribe, guild, club, or some 
other business, government or social group 
want her to serve a spokesperson, consul¬ 
tant, investor, director, negotiator, adver¬ 
tising representative, goodwill ambassador, 
board/committee member, or in some other 
capacity. There are honoraria and commis¬ 
sions, but the demands on the PCs time 
will be considerable, and the PC will be 
held responsible for all actions of the group, 
whether she approves of them or not. 

24. Unwanted Advisors: So-called 

“experts", gurus, and busybodies, who vex 
rhe PC with worjjjie*3§ r luggesrions and lame 
offers. Many are itttlistingyishable from pro¬ 
fessional advisors. They mean well, and 
there might be something in what a few 
have to say, but the vast majority are full of 
hot air and useless proposals. They desper¬ 
ately want to be seen with the PC to 
enhance their own reputations. They are a 
major waste of time. 

25* Whining Victims: Astounding as it 
may seem, the PC's enemies (defeated or 
otherwise) may try to play on public opin¬ 
ion, influence officials against them, and 
even sue for injury and damages. Also, 
innocent bystanders will take legal actions 
for any damage, real or imagined. When 
the enemies are too loathsome to gain any 
sympathy, they'll find someone to front for 
them. Alternatively, there is the Piqued 
Public: regular people (the commoners, Joe 
Sixpack, and Ethel down at the beauty par¬ 
lor) find some reason to loathe the PC. 
They cheer her misfortunes, jeer her in 
public, aid her enemies, and occasionally 
throw rotten produce. 

26- The Ex-; A past acquaintance of 
the PC (ex-spouse, ex-lover, ex-followcr, 
ex-business partner, ex-friend, ex-cowork¬ 
er) who harbors resentment will take public 
action to get a piece of the action, through 
the courts or the media. There are probably 
pushy relatives and lawyers behind the Ex-, 
prodding them on. 

27* Permanent Farriers: Everybody just 
wants to have fun! Raucous revelers urge 


the PC to join in their ongoing festivities. 
And they throw such splendid and outra¬ 
geous parties! Although they may ask for 
favors from time to rime* what they really 
want is to immerse her in their dissolute 
lifestyle. Eventually she may see them for 
what they really are: a gang of boozers, 
dilettantes, ne'er-do-wells and losers whose 
only skill is wasting time and money. As an 
alternative* there are the Borrowers: those 
who always ask for loans and stuff but never 
seem to get around to paying them back or 
returning the items (they're too proud for 
handouts). Of course, they are indebted to 
the PC and do support her, as long as she 
doesn't get too pushy about making them 
repay. After all, she's rich* so she can afford 
it, right? 

28* The Egotist: Someone with a com¬ 
pulsion to outdo the PC. They may actually 
challenge her, but only as a last resort. 
They prefer to contrive plots to embarrass, 
humiliate* and hinder the PC in public* 
destroying her reputation, and gratifying 
their own conceits. This may also include 
publicity seekers and coattailing business¬ 
men who want to 'piggy-back" on the PC's 
fame by associating themselves with her, 
but without her approval or knowledge, 

29. Cry for Aid: Unlike the usual mis¬ 
sion of saving the city/country/world/ 
galaxy, this is a person with a minor prob¬ 
lem who approaches the PC for help (like 
the housewife who's convinced that only 
Megaman can fix her leaky drains). For 
each person who's helped, two more 
appear, asking for similar assistance. Any¬ 
one who's turned down will tell everyone 
they know that rhe PC is a fake and 
ingrate. 

30* The Devil: In a fantasy campaign, 
this can be an actual demonic entity; other¬ 
wise it's a ultrapowerful and ultrarich per¬ 
son. In either case the PC has attracted the 
attention of a “devil" who wants to make 
her a deal. The devil has capabilities reach¬ 
ing into the range of wishes, and can supply 
virtually anything the PC could possibly 
want. The temptation could he hard to 
resist, bur the devil wants to use the PC for 
his own ends and any bargain will have 
hidden strings attached. Normally, the 
devil's objective will not be the acquisition 
of a physical object by the PC' (unless it's a 
powerful artifact) but luring the character 
into some action that will eventually bring 
misfortune, although it might not seem so 
at the time the offer's made. □ 
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"The best role-playing games provide both 
an exciting milieu in which to adventure 
and an elegant set of mechanics to define 
characters and actions, mechanics that 
become transparent during play, DLB is 
one of those games." 
i .ester Smith, Dragon Magazine 


"Ifvou're looking for something dilfcrenl 
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in a horror KPCi and love TheX-Files, 1 
recommend this game." 

Thomas kiccardi, Innhobia Magazine 
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Welcome to SHADIS Magazine's Ultimate Card List. We’re pro¬ 
viding this special pullout section as a service to our card-playing 
readers; its one of the largest collections of lists that weVe yet seen 
published. 

With the occasional exception, all of the lists are formatted in 
the same way. They're sorted first by set, and then by card type. 
Within each sorting by card type, the cards are listed alphabetically. 
Rarities are given for each card. Most card games have three levels 
of rarity: Common (C), Uncommon (U), and Rare (R). Some 
games have Ultra-Rare (UR) or Ulrra^Common (UC) cards as well. 


Games which don't follow this pattern have an explanatory note 
attached to them. 

While Ultimate, this list of lists isn't complete. If we missed 
your favorite game, it was due to space considerations, and we 
apologize; we’ll be adding more lists every month. 

Finally, we’d just like to be explicitly state that all card game 
names and card names are copyright and/or trademark of their 
respective companies, and this list is not intended to be a chal¬ 
lenge to those rights. Enjoy! □ 
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.Attrition Offense ....... —......U 

Draw...U 


Rstablish the Run ......_......U 

r Option Run .-U 

_Power Dive .. U 

_Power Sweep. .U 

^_Reverse ........................ «U 

/FVap ..I. ii. ..■■■■ iU 

r Calapult Play .. R 

.Chain Lightning ..R 

Fumblcrooski.. R 

.UFO Abduction ...UR 

Offensive Pass Plays 

.Crossing Pattern ...... .C 

U rl a. .. a. a bb-.bi ■ C 

.Down and Out ..... —..........C 

Flair ....._............ ...C 


Product Endorsement ..... £ 

.Quick Pass .. — .♦.,,,,£ 


Establish the Pass .... .U 

/lag 


Screen ... .U 

Slant ...... .U 

.Volleyball Pass ................. U 

.Captive Cheerleaders .. R 

palling Star. R 

lea Flicker. R 

Hail Mary. R 

Play to the Crowd..R 

Post ..R 


Take Gul Ihe Ref ...... Jt 

Run Defense Plays 

A daptable Defense ... *. ,C 

_Balanced Defense .. 

_Hold the Line. 


Key on Ihe Halfback 
:0 Man Brawl 


i i r i 


_Cutting Garners ..., 

_D ogpite Defense ... 
_Flood the Line .. 




r 

p n -p r e + F i + - -Wtf' 

.C 

C 

r b ■ a i r * F r f\r 

. . + a . ... .. |U 

. ■.■.... a. ■ u 

u 

r+... .V 

...u 


U nebaAer in Position ..._____ .U 

_Safety Slop... .U 

_Stay In Bounds . .U 

__Stretch the Resources ... U 

_Ten Man Wall . ,U 

■attle Cry .R 

.Greased Pigskin..... —R 


JLiquid Heat 


it ■■ a A a # 


Pass Dafansa Plays 

_LinebaAe; Blitz ... £ 

M an to Man..... £ 

_Outside Blitz ..£ 

_Solid Zone . 

_Crush the Pocket ..U 

D eep Defense ..... U 

_ _-D ouole Coverage...U 

_Linebacker Andmr .... —...U 

7 ?. Defense ...... Jt 


.Carpe Fulboi .. 
urry the QB .. 
Hostage 

_Mixed Defense . 

P revent Defense 
.Quick Hands .. 

piked Drinks. . 
.Tight Covergae 


+ a n F a + F ■ + 


R 

R 

R 

R 


R 
R 

R 

emme Fatal...UR 

IWnni-hMi Unn — ■■ilmJ iurflrtnb 

ulTanswe NonsyvnDoiAcaoiis 

ribe the Ref ... -»...............C 

Conservative Offense ...... _ .C 

Onside Kick .. .. C 

ptable Offense 

Apply Your Strengths... .U 

Ball Control Offense..., U 

The Bool. .U 

.Gamble ..... .U 

Good Karma .. U 

Fan Reception . ...U 

Final Surge ..U 

Jn The Zone... U 

Long Range Field Goal..U 


inee J 

Loose Ball .. .U 

Ko Resistance . U 

Play It Safe..U 

ptay On ...-U 

Ref on Ihe Ball...................U 

Rupcrslar ..U 


.Trash Talking...... . U 

.Tlhe Wnvc ......... pi.......*■ i. «U 

Keria! Bombardment . ,R 

Rlilzkrieg .... . A 

.Celebrity Appearance ...R 

.Double Dealing ............. _R 

He Could Go All The Way... R 

.Hurry Up Offense . R 

Know the Enemy ..R 

lurking Doom —.. R 


Mental Matchup . R 

Reversal of Fortune.. R 

.Suck H In . R 

.TWist of Fate .. R 

.Well-Drilled Team „,, *.... „. * R 

_ ._D rasik Measures...UR 

Offensive Challeme Actions 

_Adrenaline Rush . ...£ 

Attitude. £ 

■rushed Aside 

_Bursi of Speed ..... £ 

D odge and Weave ..C 

D odge Out of Bounds ..£ 

D mtY Fear the Reaper.£ 

_Exhaustion .. £ 

_Jneld Awareness....£ 

_Footrace .... ......, C 

+ .. + .T........ .iC 

In the Line of Fire ... C 

Maximum Momentum...C 

Meal Grinder... C 

.Offensive Interference...C 

Paying the Price .. 

Rise to the Challenge .£ 

Rosin . *.r.............. ... .....-C 

idd tncs .. £ 

Sideline Smash __ 

.Spearing .. £ 

.Sports “Medicine". 

Pesl of Strength .£ 

.The Will To Win. ,....€ 

Rroken Defense .. R 


Burns Half As Long ... R 

.Crowd Noise ,. *_ ............. R 

Favorite Trick ................... R 

Fireworks Misfire __*..... R 

Frontal Assault................. R 


.Gopher Holes .... R 

Jn the Clear ........ ■........... 


_Low Flying Blimp.. R 

_Other Priorities ................. R 

_Riol in the Stands ............ _R 

__Rolling Thunder .. it 


Smokescreen ...... 

Topsy - Turvey , — 

JJnstoppabEe , . 

.Vigilante Fans ..... 

.wWdHeGo? 

.Wind At Your Back 


e 4 B t 


R 


ft 

a a. a a b a i b j IL ■ 
J._ ^ BB F Ba Jit 

BIBB.R 

apBI HBUBB |R 


Dsfensha Nonsymbol Actions 


P B I “ B P B 


B B B B B B + P T P B 


B- - * - - *■ 


. £ 
C 

■i -« ■*■ B HI *V 

a a b ■ 4. a 


Flocked Kick . 
disputed Cali .. 

Solid Impact ...... 

.Breakthrough. ,U 

.Bring In the Big Guns ...U 

.Dame Fortune .. U 

.Delay of Game . U 

Ragle-Eyed Ref.. U 


.God On Your Side ....U 

.1 Got ftl . ■.... ... .... _. ......U 

Kick Relurn ...... .U 

.Linebacker Assisi ..U 


_Star Power .. U 

_Third and Inches. ,U 

_Three and Out.U 

_Adapt and Overcome . R 

.Crush the Enemy ...R 

.Cursed Play .. R 

.Delay the Inetiiablc . .. R 

Erroneous Flag.... ► R 

.Friendly Reminder .. R 

K r oi TTtisTime .. R 

Quick Hands .. R 

jSecrel Weapon .. R 




R 


- - - - <F B -F ^ + 


Rhake Up the QB_ 

.Smothering Backhdsi 

jStoten Playbook. R 

.They're Everywhere ..R 

.Winds of Change.... R 

limp Disaster . .UR 

S pontaneous Human Combustion UR 

Defsnshra Challenge Actions 

HO Percent... £ 

iack Against the Wall.......* £ 

_Bad Spot.. .. . .*. *. „ £ 

Concealed Punch.. £ 

.Crushing Impact ..£ 

JOemuralized .. C 

Face masking 

£ 
C 
C 
C 
£ 
£ 
C 
C 
£ 
£ 
£ 
C 

c 
c 
c 
c 
c 

R 
R 
R 
R 
R 


Flush the Quarterback 

.Good Hustle_ 

intimidation. 

Jump the Gun . 

Late Hit... 

.Nightmare 


.Out of Bounds 
.Plow Them Under .. 
Fressu re's High .... 
.Roughing Ihe Passer 

.Second Wind . 

Shoving. 

It u Red .. 

Tip Your Hand. 


■I e 4 !■ I I B p B 1 B - P"* + *4 *■»!■« 


M t B + a til B + I t M * « 


Tripping 
.Wear fliem Out 
.You Can Run Bui You Can ! Hide 

.5th Down *..... 

.Ball Breaker... 

Burn Twice as Bright 


P B F F 4 F 


.Cheerleader Distraction 
.Clear the Benches .... 

.Elbow Smash ............____ R 

R 

■ ■ 1 1 1 ■ mu le 

....... 


For the Good of Ihe Team 


K eep Your Eye on the Ball.. R 

Penetrate the Line...R 

'ointing Fingers ..K 

.Quick Reflexes ........ ♦...R 

R aising the Stakes ... ..... ,R 

,ht Place, Right Time ..R 

Solid Coverage.. T + , ,R 

.Team Psychic . R 

.TWelfth Man .. R 

.War of Attrition .... R 
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Heresy: Kingdom Come 


last Unicom Games 


R ..^l i ^ r 4 1 . Ll 

Abdid, .,......,.U 

Access Denied. .,....,., C 

Adetum.,.. . *.C 

. Affirms lion..C 

_ llberlus Magnus.. R 

.Alchemic Citadel..... U 

.naklm...C 

Anathema ....C 

Arikh of the Necropolis.. U 

Apollyon....R 

.Arakab.... . ... U 

Ardion .......U 

Artie Razor l.....U 

..Arena..................... _ _. _.,.. R. 

Ariadne— ....C 

. 4 . . 4 .. - 

R 

I _. ..... L if 

^Arthur Glaston ..... R 

Ashmedai...... ....R 


i- t- e + + - ■i - i 


Arioch 

_Arizone Expanse 
Ark of the Covenant. 


Jf ■ + t 4 + - 1 - - P ■ ! - 


- I. b - I. ■ 


Asser Crjel_* *. ...,. U 

Astaroth —........R 

Atrophy___ Lf 

Aureum Vellus. R 

_idificc■ .. ....... ......,........ C 

Awakened . .......R 

AzraeI... - ...- . . -. ...C 

.Rael. .It 



Balance of the Qaddisin.It 

bertlh ii......... C 

enish....... ..... .C 

_.Basilica Philosophies...R 

_Beelzehul. *.... R 

Beeth ..U 

Be ial .... C 

Be phegor. C 

.Betrayal .. It 

.BtindfFaith...U 

.Body Thief... U 


Book of the Angel Raztel.... R 

.Bookworm v.l.. C 

Boomerang..C 

Boon of Vassago. C 

Burdeaux-Barcehma Sp.., —... — R 

Breath. U 

Byblos... ...L[ 

.Cacophonites. C 

p W l' 

,UI 111 I ji drtKiB,iii.imaimiii ii)mimiiiaiimimai^ V 

Caliel. U 

Camiel, Chief of Aeons ..... _ U 

Larnivean ...._...._....... U 




......... It 

......... U 


-HI - - ►- + -■# - 


- + - H --■*■- 


§■ r i Ft J ■ + f « 


Carte phil us... 

.Cassiel.. ♦ >. 

Castrum .. 

.Charity.... 

.Charon.. 

.Chief of the Apostates 
.Chief of the Destroyers 
.Chief of the Planets ... 

.Chief of the Punishers. 

.Chosen One.. 

Chmmeojpaths ...... 

.City of Metal. 

.Cloak.. 

.Congo Depth Preserve 
.Conventicle of the Chalice 

.Corporate A 1 .. 

.Corporate Arcology. 

.Curpsemen.. 

Cosmic Furnace.. 

.Crown of Solomon....,. U 

.Cup of Oblivion. . —.... U 

.CORE...R 

.Cyberdeck.C 

.CyberwaJol.. ....C 

.Damnation. ......R 

.Demagogue... U 

Denounce... R 

.Derdekea... ..., ♦. _U 

Desert Perimeter. .., ♦....,...,. U 


C 
C 
It 
It 

...It 
... R 
..It 
...C 
...C 
...R 
,.X 

.UC 
... U 
.. R 
.UC 
...C 
... U 


Diadem of Anu... — + ^It 
Dies Irae (Day of Wrath)__ ....... R 


.Divinopolis.. P . ...It 

Dopplegangcr.... R 

Drain. C 

Dubiel ,.. U 

Emerald Tablet.. It 

Encrypt... U 

.Enlightenment..R 

.Envy... C 

.Ephemerae... — .... C 

.Epiphany ,,. C 

F h naffK M 

.1 jL L I 1 EU I Irl I - s»- i-J-J-Ji- 1.JI. lid 


.EuroReach...... + ... UC 

Jjtad... U 

JExcalibur Corporation. R 

.Excalibur MegaTrust. . . R 

.Exodus*...... 


Bye and the Wind,... .,..C 

Fa lh.C 

Fa se Messiah... ...... U 

Fa se Prophet.... C 

fanatics ... U 

Federal Core...R 

..C 


Ferrymen... ........ U 

Firestorm... C 

First Church of Eugenics..C 

Fixer... C 

Flat line... U 

F’ocator... U 

Followers of the New-.. C 

Force Majeure...C 

Furl it ii rip ( 1 

jL nJFii I U Uv u j ■ j i a j l b i i ■ j k ■ a i. l j j - j i b j i V*r 


Fra ctua I Heresy.... + ............... R 

Free City .. UC 

,Gabrfcl Chief of the Angels.... R 

Xiabrielilies .... . . . . ... P , H P . P C 

Daians .. C 

.Gamaliel,..,........ C 

.Geasa .... 


.Ghost in the Machine 

.Gluttony_ 

.Go tab. 

.Golem.. 


... X 

.C 

.C 

R 

m ■ ■ i nan mm i ■ ■ ill 

C 

i i a i i i i i. •! i k. i i v 

.Government Geodesic.. U 

.Governor of the Four..R 

.Governor of the Zodiac .. R 

.Great Crusade...... . R 

.Great Pack__ R 

.Grift. R 

.Grigori... X 

i lad rani el.. U 

J la me I, Chief of the Prnqilt. U 


Harbinger... C 

Harbonah,... C 

Hard Corps. X 

Harlequin ....*.L) 

Harrowing .... h . H P , t h ... . ..R 

Hate..X 

J ] aV e 11 - - + . 4 ... h.4 ..4 . | 4 R 


Headhunter . P 4 4 ► - 4 *. 4 ....X 


JJelio polis, 
Helix. 


J lemah 
Hermelicum 
ilermit. 


Holy Grail 
Hope 


Horn of Reckoning 
Jlouri.. 


Jblis.. 

Imprisonment.. 

Imram..... 

Incubi. 


Industrial Underground 


U 

C 

U 

U 


R 

C 

U 

C 

C 

U 

R 

C 

U 


Mammon... 
.Manichaeans 
Manse mat .. 




U 
X 
C 


Marchosias...., _ _U 

Martial law..II 

Martyr..... .. .....,... ,4 ..4,,. T ,,,t. 
Maskweavers. _______U 


.Meeaeiiy Core. .. .,.U 

.Mekhisedic..,. . .C 

.Memory Cache >, ..... ,... C 

.Memunim ...... H P , P . 4 . ... C 

.Mephistophiel .... ,U 

Alienael H Chief of the Arch. + *.. + R 

.MiLhaelines.. P , t ...U 


Minion.... U 

Mole . .*.......U 

Xl O lOCh . 4 a 4 4.4 r 4 4 . 4 4 t . . ... . . , . . . h 


_Mukiber ., . ....C 

__Murmur 4.4 P ., H .,..... P r , . .C 


Infemus ..... ... h H 

Intercept 


¥ j ■ B 4 I- 


a * P 1 + B 


interdict...*.U 

.Invocation. C 

invulnerability. U 

ionian Column 4 ♦ .. U 

iSrafck 4 i 4- 4 4 + 4 4 ♦ . 4 4 „ 4 4 * 4 4 .. .. U 

r ■ -r r 1 1 ■ 1 i r 1 t ■ 1 i !■ | HI F ■ i p ■ r ■ T tw " 

shad. R 

udgement.... 4 >. ♦ R 

U jtgler 4 P 4 44 44. 4.44l44ht4 444 4 4 4.14 tr" 

urors...*.... U 

ustice, . .C 

Kabael.. U 

Karoz .,., ►..... ♦ ♦....♦...C 

Kiev Grid. UC 

Kushiel. .U 

juviah... C 

^wless Merdiantile Or..U 


^azarus Project... . ..U 

Lehiah ..........” 


Ijeonardo DaVind. C 

jUllHh 4 . ......4,,,44,.R 

Biving Breach . *. R 

Bondon Dome... R 

looking Glass... R 

jlOS ., , . 4 ; r 4 4r4 rr, 444 r..4 4 4 + + 4 44,4 p C 
Jill t k ■ 4 4 + p , 4.4 4. rr444.44 4 4 4- 4 4 4 r 4 r r 0 

J.USI ..... 4 4 4 * 4 4 .. C 

Mage... R 

Malik .. C 


JNmnaah.... ....*_____C 

.Nanael .. C 

JNalhanad... r , . . R 

.Nereal.... C 

.Nelli nk .C 

.Netwalking.U 

_.Neurqplugs...C 

_New Templars. U 

__Hile Shard. UC 

.Ocean Military Sphere..... >.. U 

.Old World City.... UC 

.One of the Lust. *........ R 

.OphanieL Chief o’ Chrbm.... R 

.Optical Server Hub. .. R 

.Orade. R 

.Orbital Strike Platform.. L 

Orphic Egg... U 

.Osaka Expanse.. UC 

.Outland Tunnels. UC 

Dulmodcs. .. C 

.Paimon.. U 

Pi r Tallinn f 

gM U I LLJl IJIBX l - .ll h I j §1 ^ ■ J F ^ 4 F ■ p ■ §■ B g F e i %i’ 

Fair0 n .._ 4 . + r _, r ,, r , 4. + *,4..,,.. rr , C 

.Pax Sanctorum H .. *. R 

Feslilence., *. 4.. H .. 4.. ♦. 4., *.., r ., U 

Piantom Bax.. . R 

Fhanuel , *....... C 

F mrlakh...U 

Piliar of Eire. C 

Popdeiim .. U 

Possibility Rakers.. U 

r 1 de. ....... ., 4.4.., 4__* 

rince of the Four-... 4 4.. R 

romelheus Project.. U 

prophecy--- . 4,. *...», R 

roxy.*... * 4 4 *. 4 4 4 4 4 4 * 4, R 

Prudence...... ♦, C 

Puffer r 

Purgatory V.. ,,U 

Pursan ..*.C 

44 4.4 - 44 . 4 ., R 

...C 

c 

^ -4 fi++Htis rse-rrt W 

phael. Chief of.-Athjts......C 

aphaelites .. U 

plure... C 

ashiel. C 

,Raum r B ... U 

.Raziel ..... *...U 

r Reaper...... . U 

Recompile... U 

Redemption.... R 

.Remiel... C 

.Remote Biodome.. UC 

tenegade___ R 

_Renunciation.......*.. U 

_Repair___*_*.. U 

_Replication... *.II 

_Research Arcology.*.U 

_Resounding.. *.R 

_ Resurrection __ U 

_Revelation.* -,. * ♦.., * __R 

_Revoke... U 

basis...... 4.,* 4. R 

Jm.... R 

immon... R 

imspace... UC 

io Net .. UC 

phine...C 

phine Tables ... U 

ogue.U 

Hogue Maelstrom____ R 

.Ruler of the 28 Mansions ..R 

r 

- ■* - a *■ - 1 + ? a »■ 

Salvation. R 


IMhagorean. 
jfabdos__ 



I. k 1 4. li J Jl 


.Sam mad ...*.R 

Bandalphon, Chief.. ..R 

JSarim. C 

Bcylta....... *.. 4. R 

Scythe of Saturn... U 

Beafloor Metroplex ............... UC 

.Seal of Solomon.... R 

Sentinel....... C 

5 hi ft.. .U 

Silat...C 

Simulacrum.. U 

..J 

.C 

,,.C 

...,c 
...u 


Bisters of the Rood 

Bithrid______ ..... 

Bkinner Box.«. 4.. ♦. ♦.. *. * 

Moth. . .. 

.Soldiers of Gaia. 

.Solomon...* 4 . H 

SOUtleSS ... 4 4 4 . 4 . 4 4 R 

Sovereign......C 

jSt. Crispin's Day......... h H 

.Slim Puppets, 4... * 4,4. + . * *.... C 

Stirring Oration _______ C 


.Subterfuge..... U 

.Suture..... U 

.Sword of Abdiel.. R 

.Sybil...U 

.Tacouin.. X 

.Taliesin. R 

.Tartarudii,.. C 

.Temperance............ 4 C 

Tempest..* —..R 

.Terethel. U 

.Terror.. U 

.ThausaeL. „ 4.4 *.....,.. 4 *...,...... R 

.The B ack Angel.. C 

.The C avide.... U 

Die Iron Maiden .......__ R 

,U 


- i - - - - j- - - r - I- r -i i a H 


.Dieurgicum . U 

.iliread. R 

Xtr fo Thuinn, Land. . ...R 

.TUania Perimeter... U 

.Towers ofUr. .,,R 

.Travelling,... ..R 

.True Messiah, r Jbe Lamb. K 

Jrue Messiah, The Lion.* r ,.., R 

.True Name. R 

.True Prophet. . . .... H U 

True Word.R 

.TSunamt... R 

.Turmoil ... ..X 

.Tutankhamen .. R 

Dndial engeable....... R 

Uncle Jack... U 

.Unseen Aid. R 

Uplink. .4 ...... *.... 4 ,. *. X 

Urban Defense Grid..C 

.Urban Sprawl... UC 

HrLeI, ..... .,, ., ...a.*..*.,..... U 

rinpl D 

1 UJIHiL I q F s r e i F F T F 4 F^i eTFi’i 1 si F G 4 f i F F 4 II 

.Vatican Arcology.....R 

.Vault... R 

Vedk Datacadhe ,.,.. . .*,«.. ♦. 4 U 

.Vei .U 

.Verchiel,..U 

.Vessel of Hauras.. . . 

.Vevaliah.*______ r ., *. *., C 

.Virtual Cross . *,, *... ♦,. R 

Virtual Dead , H ..,. ♦. .. R 

.Virtual Messiah.. U 

.Vivisection.. t ,C 

.VUal .... 4 4 4 4 4 4 . 4 U 

Wailing One., + , + + .., + ♦.». < + .. + . + .. R 

.Wall .. U 

.Warden of the Elements.R 

Warden of the Seven.......R 

.Weaver... R 

.Vkh . X 

.Wild Hunt .. R 

.Wipe... ..C 

.Word of the Jrin .. U 

World Tree. R 

Woian’s Hail.;. .....R 

Wraith v. 6.6.*.. ... R 

Wrap-Around...*.. X 

Wrath.... T ..,........ U 

.Xaphon. U 

Aadkiel, Chf of Dmnns. U 


Aaphkid, Chf of Thrns..*- ..,.,C 

.Zoners. C 

Zophiel,. R 

Zurich Melabank ___ U 
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Thr IdrjuuVlil S b^azlfv 


Highlander 

Thunder Castle Games 


Amanda 



mantis.™, 
aek Away 
Continuity ™. 

istract 
)ump 


.^efl Side Step ™ 

_Master’s Advice 

Master's Attack„ 
light Side Step 

Seduce,_ 

Steal_ 

uTpn.se Attack. 


- Persona^R 

_Dodge U 

™™™~Erail_ 

-..—Dodge ,^.K 

_Dodge—D 

_Dodge_U 

—-Situation. R 



-Attack.R 

_U 



_...._Event — R 

™™.^.Event,—™U 

I'v fc ? nl |l 

ibii ■■■■■■■ ii iijisi i Hi i i am Iljt ^ Ml* nprrsr-i"^ * 


Attacks 

.Upper Left Attack__ 

.Upper Center Attack 


Connor MacUod 


Connor MaJjtnd 
Back Away 


.Combination 

.Continuity 

.Disarm™™— 

Dodge, - 

Exira Shol._ 

.Power Blow 


Duncan MacLeod 

Juncan Macleod— 
lack Away 




C 


i«Ulli|U^iUladUIBIiill SB .r... l.ll .1 .i.l..l.!..l .ILUI 


yftimdijiiiuuuuii 


w rr 

Upper Right Attack.-.... 

Middle Left Attack...... 

Thrusts, 

__^Middle Right Attack 

_1/jwer Left Attack. 

_Tower Center Attack 

_lower Right Attack 

Blocks 

_Left Guard — 

Right Guard™™™™-™ 

Upper Left Block. 

Upper Center Block 
Upper Right Block.™ 

(ower Left Block— 

.Lower Center Block 
Lower Right 


_C 

_C 

._.C 

c 

inn rri r 

..__C 

_™C 


_jC 

X 

_c 

_c 

x 

JC 


iriiiiri 


ibii tv ii-i — — 


L 

C 




— Persona R 

Dodge—U 

™Evenl_U 

..Event. U 

.-Even!-.,.. U 

_Dodge_U 

.-Event-... U 
.Event— U 


iiflp—nnr-!?i- ■■ ■ ■■!- 


Persona.R 

Dodge_-U 


l 


ADLS 

T1 ¥ ■ llvdcTpPT'J K> i it l i, r vi B’P. Mh14h^* *■ 



.Battle Bilge. 

.Combi nation,.... 
.Continuity— 
Disarm . 

Dodge_l_- 

.Extra Shot_ 

Flashback... 

.Inspiration_ 

,|ump.. 


UUUBHi 


...Event 

.Event 

-Situation -U 
-Event - U 

-Dodge_U 

Event_U 

Situation _U 
Event __R 
— U 


Watcher: Treatment., 

.Watcher: Hunter,—™ 

Walcher Hunter. Ail Players.™ 
.Watcher: Hunter. Target —„—. 


U 

,,R 

C 

C 



_Luther 


Master’s Atkice 

Masters Attack 

Masters 1 Judge- 
_Power Blow 

■tp ■ 

___ in 

Events 

Alan Baines,™,™ 
ngry Mob . 


Situation.. R 
Altack—™R 
Dodge ___R 
Event—U 
Event—U 


Away™ 

.Combination, 

Continuity,— 



-R 

C 


Intimidate... 
“ower Blow 
.Taunt ™_ 

.Trip, . .. 


..Persona ™..R 
-Dodge.™,™U 
.Event—U 
-Event — U 

-Evenl_R 

-Event _™_U 

.Dodge_U 

..Event ™.R 
.Event—U 

Event.R 

.Event—™U 



.Caught m the Act 
.Challenge.. 


U 


_Nefertiri_____...Persona.R 

Away_____Dodge .....X 


Darius . . 
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_Move Left 
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Advantages 

_A drenaline 

__Banana Peel- 
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.Berserker....._ 
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__Headband of the Ninja—„ r .,™-BI 
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Weapons 

_Bojutsu Slick-™._ -G 

_Boken---—- 

Escrima Sticks----—.-G 

U Tldiaku m.....M...M...rn.n.. .. . .m n i . .n m...^J 

,0a k S talf. . . 

_ Tonfa.- — — ■ — — — — .rtj 

Rarities in Ultimate Combat; White' 
belt (W) cards are common. Brown-bell cards 
(Rr) are uncommon, Black belt cards (Bl) are 
rare, and Gold bell (GJ cards are ultra-rare 
(and some are chase cards). 
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Ultimate Combat 

Ultimate Games 


Ancient Fighting 
Arts of China 


Actions 


Alter fVdinv. 

Rr 

AnticipaEiiOn................ 


Hack to Basics. 
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Rea si Master.... .. 
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Close The Gap. 
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Const riel ion ._.... r .. 

Rr 

Environ Master (Chasei. 

. _G 
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Fix change Mows. . , 
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Grip of Steel..... 

. _RI 

Hand in Hand Combat_ 
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Hesitation.W 

Increase (Motions.. 

__W 

Insoiralmn..G 
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Keep Your Distance.. 
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Manipulate Destiny (Chase 1.., 
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Meditation .... 
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(Mlrratton .... Rr 

Panic,...... ... 
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Psychic Sponge .... 
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w 
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Coach Yao li I il-IJ m ial U Mi Ini Ul Ail 111 I. III III III .LI II Hi I III ■ I bl A. B BA U ini a. a ■ Bl 

Ci 

l-l_. — [■ |1 llll 

__ G 

.Professor Uchida- - - ,G 
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Impacts 



Dr Wengs Itching Powder. 
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Protective Move. 
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_Reverse Tadics._ 
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_Crushing Power.. 
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Rr 
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Techniques 


Ankle Trap Throw 

W 

Attacking Palm (Chase). 
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Chesl fioupe 
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Cltmbine Allack,, 

RI 

Cross Arm Body l^xk. 
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Cup Strike. 
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Double Fist Strike 
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Drop Kick. 
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Drunken Attack 

G 
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Head Twist... 
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Inner Chop. 
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Snannins Throw ___.C 
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_._R 
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U 
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Madman. 
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_Midnight DeviL..„.. 
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Coda Warrior.. - 

c 

The Mamt 

I ID 
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UR 
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.Cannon....._ 
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Fairchild & Aegis Entertainment 
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Tapestry 

_Soma . 

Team 7 

_DcalhRlow 

Troika 
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Vampire Nation 
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T here are always times, in a 
good campaign, when the 
heroes are “between jobs". 
Having come off one grand 
adventure, it often doesn't seem 
right to plunge them into another 
crisis immediately. Or perhaps 
the call is there, yet some dis¬ 
tance between the map and the 
treasure is needed. The Dread 
Forest Biyll provides a buffer zone 
between adventures, and can he 
inserted virtually anywhere the 
GM wishes. Depending on the 
strength of the party, or their 
need for a challenge, the denizens 
and dangers of the forest can be 
damped down to passing curiosi¬ 
ties, or beefed up to the level of 
true party-wreckers. For that rea¬ 
son, quantifiers from a given 
game system have been left out. 
The party doesn't have to resolve 
the puzzle of this forest, but any 
goodly group should he repulsed 
by the place’s evil nature, and 
feel a sense of obligation to do 
something about it. But less inter¬ 
ested or less powerful groups may 
simply pass through Biyll, strug¬ 
gling for a few days against its 
perils and hassles before gratefully 
leaving it behind, lurking to way¬ 
lay later travellers at another 
time. 

Disposition and Size 

Tlic Forest Biyll can be of lit¬ 
eral ly any size the GM wishes, 
and placed to suit the needs of 


73 


SHADIS ©1995 








The Dread Forest Biyll 


the campaign between where the party is 
and where they have just deckled to go. 
Locate it in such a way that going around it 
would be difficult; perhaps it lies in a gap in 
the mountains, or between two strong 
rivers which cannot be passed within many 
days' travel in either direction. To really 
give the party a sense of what is happening, 
the forest should take at least three days of 
hard marching to cross* If it is so large that 
a week is needed to get through it, the 
adventurers will feel a definite sense of 
annoyance at the obstacles they encounter. 
At much larger size than that, it would be 
hard to justify why local governments have 
taken no action to ameliorate the dangers 
there. Rut in the end, rhe GM is free to 
make Biyll as much—or as little—vtn event 
as desired. 

Forest Biyll will be somewhat known to 
a I! i n h a h i tanrs w i th i n two d ays" m a rch from 
any of its borders. None of the local peas¬ 
ants, farmers or woodcutters will willingly 
travel through Biyll, and they will generally 
point out the longer detours which exist as 
an alternative route, if they react well to 
the person questioning them. About the 
forest itself, they can only give an estimate 
(at least a third too high) of the time it 
would take to cross. If pressed for specifics, 
most will he unable to mention anything 
outlandishly horrible. Biyll is simply 
“queer 1 ', “rough to cross' 1 , "a nasty place 1 ', or 
“a hit too full of creatures, a bit too shy on 
food" for the tastes of the speaker* 

Within a day's march of the forest’s 
perimeter, signs of wildlife drop off signifi¬ 
cantly (those with outdoor experience can 
roll to sense this normally). Bmsh and trees 
show nothing unusual. Within two hours’ 
march, the dark line of Biyll's edge is visi¬ 
ble; tall trees, crowned in mist, closely clus- 
tered and blocking off any light to the 
ground beneath their bole* 

General Description 

Biyll is a mixed coniferous-deciduous 
forest, with trees that appear very old and 
unusually gnarled. A small river winds 
through the center of rhe area, in roughly 
the same direction that the party is moving; 
it is fordable in many places, but the terrain 
is no better there than elsewhere. There is 
little brush or sc mb undergrowth in the for¬ 
est, and new saplings appear doomed from 
the outset* The varieties here grow very 
quickly, however; if an older tree does per¬ 
ish (actually fairly frequent), a replacement 
quickly fills the gap, 
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Many varieties have extensive root sys¬ 
tems, and they are more hostile than their 
parent plant. Anytime the party stops to 
rest for more than half an hour, there is a 1 
in 6 chance that Vampiric Roots will 
"awaken' 1 and assail them. The attack will 
begin under random party members within 
a 10-30 foot area. Roots wrap around feet 
and legs within just one combat round, and 
require rolls against strength or a solid blow 
from a melee weapon to break. Half the 
damage from any blow will wound the 
enwrapped victim. Sleeping or helpless 
characters are quietly punctured and 
drained of blood completely; night sentries 
must beware, or they will lose a compan¬ 
ion! Trees that bear Vampiric Roots can be 
recognized by naturalists and outdoorsmen, 
but these roots are largely untraceable and 
often surface a hundred feet from the trunk; 
if a skilled PC keeps a lookout, he or she 
will reduce the chance of being ambushed 
to a roll of 2 on two six-sided dice. 


Movoment and Dust 

The ground underfoot is always soft and 
moist, often muddy and lichen-filled. The 
action of several people walking through 
this terrain raises a low cloud of spore-dust 
which clings wetiy to boots, pants and 
arms, forming a latticework of mossy trails 
on clothing and skin. This dross is easily 
brushed off, but reforms constantly. The 
Spike Wolves will notice the odor of this 
moss-dust, attacking anyone not covered 
with it in preference to others. In combat, 
the condition of the ground will preclude 
full movement, subtracting l to 3 from the 
party’s movement at the GM's discretion 
unless they have taken precautions to find 
or camp on dry patches. In places, the wet¬ 
ness coalesces into swamp holes, between 
three and twenty feet in diameter, where 
water over man height has pooled in a 
muddy pocket; these can be spotted on a 
normal roll to see hidden things, but in 
combat, characters moving into new areas 
must roll against a significant penalty. 

Taste 

Almost every form of life in Biyll is 
inimical to human consumption; woods¬ 
men can detect this normally. Forlorn 
Hares (the sole exception) are completely 
nutritious. Any other animal or vegetable 
matter consumed will cause a penalized 
health check; those who pass will lose 
strength, take damage, and vomit, while 
those who fail will suffer double the previ¬ 
ous damage and be rendered incapable of 


moving or fighting for 1 to 16 hours (vary¬ 
ing with their health). There are no pools 
of pure water, and even boiling will not rid 
standing water of acid content; those who 
drink it will become ill for at least an hour 
even if they pass their check, and if failing, 
the unfortunate imbiber will lose 1 point of 
strength in addition, for an hour or two. 
The river water is relatively clear and, if 
thoroughly boiled, will cause no ill effects. 

Smell 

The forest always seems to exude foul 
miasmas of stench, emanating from the 
swamp holes and moving slowly on mild 
breezes in random directions. The moss and 
trees add to the general odor of decay and 
rot, even in places where the trees grow 
vigorously. In many places, large areas of 
treefall pile up to heights of over 30 feet; 
the trunks rot and do not petrify. 

Sound and Touch 

The tree branches and their thick wet 
leaves make no sound, and aside from the 
slopping and slipping rhe party makes as it 
moves, there is little noise of any kind nor¬ 
mally. The howl of pursuing or hunting 
Spike Wolves can be heard at over a mile, 
and the chatter of aroused Vitrsects will 
seem relatively loud anywhere within 300 
feet of their hives or tree-hatches. Other 
wildlife is nearly non-existent and mute by 
nature. Rain is very frequent, with a 2 in 6 
chance of some ptecipitation day or night. 
Lighting fires is quite difficult in Biyll, even 
for woodsmen. Temperatures are temperate, 
but seem lower due to the humidity, dark¬ 
ness and general gloom, seemingly near 
freezing. In fact, there is seldom snow even 
in winter, as the acids in the water pools 
allow temperatures as low as 20°F without 
freezing. 

Vision 

The light in Biyll never gets really clear 
or sharp, even on sunny days; the plant life 
and humidity throw up a low-lying fog 
cloud above the trees, and it can be seen 
rising in the morning and descending at 
twilight. Very often, overhanging branches 
give a sense of being indoors, as if in a soggy 
dungeon with dirt floors. Trees, leaves, 
moss and ground cover vary little in color, 
from dark browns to chalky grays and 
grainy black. The moss-dust that gathers on 
the body is pale grey-yellow at first, darken¬ 
ing as it gets thicker. Many varieties of 
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snake slither among branches which are 
almost their color, and similarly slatc-col- 
ored slugs and other harmless (but inedible) 
gnibs are found under any rock hang or fall¬ 
en branch. 

The Eco-System of Evil 

Naturally, this forest would not survive; 
its eco-systcm is fueled with a constant 
infusion of evil. 

There are five major links in the system, 
and breaking one of them will eventually 
collapse the chain. The party, hopefully, 
will discover and sever this chain before 
they exit Biyll. 

The Spike Wolves are obvious predators 
and a threat to the adventurers as they 
travel through Biyll, Running in small 
packs (2d6+l), they are ravenous carni¬ 
vores, and will attack even a 
superior party out of sheer 
arrogance and lack of defeat- 
experiences to guide them. 

Compared to normal wolves, 

Spike Wolves are significant¬ 
ly stronger, a bit less intelligent, 
and possessed of much more 
aggression as well as special 
attacks. 

Spike Wolves rush up to bite in 
the first round, and go to hand-to- 
hand on a roll of 3 in 6 in the sec¬ 
ond round, plus one chance per 
round thereafter. Characters 
attacked this way must drop their 
hand weapons (except knives), 
and spend an entire round to 
escape (weaponless). Spike 
Wolves are covered with 
moss dust typically, and this 
inures them to its smell; they 
attack anyone not covered in 
this dust in preference to all oth¬ 
ers. The spiny mane which runs 
down their hack, supplemented 
by others on the hacks of their 
feet, is a constant distraction to 
their opponents; when fighting in 
hand-to-hand, or when being 
attacked by hands or short 
weapons such as daggers, their 
spikes hit as if a second 
free attack ver¬ 
sus their 
o p p o - 
nenr. If' 
they hit, 

the spikes inflict 
rapier-level damage in 


acidic burning; if this is sufficient to pene¬ 
trate armor, some additional acid damage is 
inflicted at a rate of 1 hit/round. 

Spike Wolf feces are a unique fertiliser 
for Vitriol Trees, and the creatures lair in 
the same spot for their entire adult lives, 
even dragging the carcasses of slain pack- 
mates there, providing additional fertilizer 
for the wicked plants. Spike Wolves long 
since hunted down and wantonly slew all 
normal sources of food in the forest, and 
would have died out ages ago if their supply 
of Forlorn Hares had not been artificially 
supported. 


The Vitriol Trees of Biyll are the most 
visible link in the evil eco-system. Short, 
squat, flabby plants of indeterminate genus, 
they are found near the site of Spike Wolf 
attacks, who use them as their lairs. From a 
distance, the trunks of these foul plants arc 
hardly visible and certainly not remarkable, 
as their low-lying crown of thorny branch¬ 
es attract attention and obscure view. 
Hanging down to wed under six feet, 
these branches are a passive threat, as 
anyone trying to run near them is sure 
to hit some, taking a d6 blows from 

spiky thorns as 
long as a fore¬ 
arm. These 
spikes inflict 
n u i s a n c e 
damage ver¬ 
sus armor, 
and 
while 
they 
inflict no 
signifi¬ 
cant wound, 
they do leave an acidic 
incision which causes 
a burning sensation 
in the victim for 
the next hour Each 
two such incisions 
(rounding up) will 
lower the victim's 
dexterity and aware¬ 
ness for this 
>eriod, The 
branches are 
hollow and 
weak, raking 
only 


S 


a 


.3 





shortsword-level damage before an entire 
area of them is cleared to within weapon 
reach. The cut hranches will spurt acid; 
however, this can be avoided by the striker 
on an easy dexterity roll. 

These branch-networks are the nesting 
lair of the horrid Vitrsects, described below. 
Due to their coloring, the presence of these * 
insects will not be immediately noted. Any 
blow aimed at a Vitrsect which misses will 
hit the branches or trunk on which it lairs. 


GDI's Forest Encounter 

Summary 


Type 

Frequency 

Soil Footing 

Always 

Swamp Holes 

Always (l in 6/half hour) 

Vampiric Root 

1 in 6/hr if resting 

Spike Wolves(2d6+t) 

2 in 12/2hrs 

Vitriol Tree 

3 in 12/2hrs 

Other Creature 

4-5 in 12/2hrs 

No Encounter 

6-12/Zhn 

The GM is free to alter the indications given in 

the chan at pleasure, 

Certainly, no parry should 1 

pass easily through Biyll. 


If a blow aimed at the glossy, wet mink 
of a Vitriol Tree does less than 
broad sword-level damage, acid will spring 
forth, which can be dodged as would a simi¬ 
lar leak from a cut branch. But if more 
damage is done, the trunk will rupture, with 
disastrous effects. First* the acidic sap of the 
tree will gush out in gallons* covering a 
path 10 feet wide and 10 feet long in front 
of the rupture, dousing anyone in its path 
for the next three rounds. This acid will do 
broadsword-level damage to armor of any 
kind, destroy any exposed or unprotected 
cloth or paper, and have effects similar to 
the blow of many thorns, lowering dexterity 
and awareness by 3 for two hours. Secondly, 
the tree's fragile skeleton (maintained only 
by the outer hark) will be ruptured. Since 
the Vitriol is not a true tree, it has no wood 
to hold it up, but only the sac-like outer 
bark of its trunk under pressure from its sap. 
When the trunk is ruptured, the entire 
branch-lattice collapses like a weather bal¬ 
loon. Any Vitrsects in its branches are 4 in 
6 likely to be impaled on a thorn, but those 
who remain will be in a killer frenzy at this 
assault on their nest, attacking any living 
being nearby. Characters standing within 
10 feet of the trunk must roll for surprise; 
any rolling 2 in 6 will lose the chance to 
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avoid the branches and will be hit by 
2d6+1 thorns, with effects as above* 

Thereafter, they will be painfully 
trapped in a cocoon of spiky branches, 
unable to move their arms enough to han¬ 
dle a weapon or tool* Characters 11-20 feet 
away, or those who pass their surprise 
checks within 10 feet, may opt to go prone 
as they see the branches collapsing. If they 
do, they will be hit by only ld6-l thorns, 
and after two rounds of collapse, will be free 
to get up and move; if not, they are subject 
to the same effects as those surprised char¬ 
acters standing dose to the trunk receive. 
Unfortunate and unassisted characters 
trapped by the horrible thorns of the Vitriol 
Tree will eventually he consumed by angry 
Vitrsects, a nibble at a time. Rescuers must 
deal with a ground awash in acidic sap, as. 
well as swarms of Vitrsects, and the ever¬ 
present chance of a renewed Spike Wolf 
attack. 

Without special fertilizer, like the high 
protein, high-acid feces and carcasses of the 
Spike Wolves, plus the pollination of the 
Vitrsects, the Vitriol Trees would not sur¬ 
vive a five-year generation. 

The Vitrsects do not, at first encounter, 
appear to be bugs; if your world penalizes 
Elves in the presence of insects, they will 
not initially suffer that dexterity/ morale 
penalty when seeing them lying on branch¬ 
es of the Vitriol Tree* They look like giant 
(8"-14*), short-haired, dull-colored cater¬ 
pillars with three or four segments; their six 
egs are short enough to avoid detection 
from further than twelve feet away. Nor¬ 
mally quiescent, Vitrsects are agitated by 
movement near their nesting places or 
hives (which they build in the few high 
places of Biyll}. When aroused, their hid- 
den wings spring forth from the hairy 1 sides, 
and they swing their sharply-toothed 
mandibles up into view, from resting places 
facing straight down. 

They lay their eggs from their fourth 
segment, which drops off and attaches to 
the bark of rhe Vitriol branch, when they 
have reached maturity, in a two-year cycle 
and in instinctive response to the hive’s 
needs. The rest of their cycle, they spend in 
or around their hive, where the young grow 
and food is stored* 

4 

Vitrsects attack in a swarm, and if your 
rules allow for this, use them* Otherwise, an 
attack of Vitrsects will contain 10-60 crea¬ 
tures. with a d6 attacking each eligible 
character until driven off or destroyed. 
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Vitrsects can move twice as far in one 
round as any armored human; their bite is 
enough to do only 1 hit of damage per 
attack, and often cannot penetrate heavy 
armor. Flying, they are hard to hit, but even 
a strong dagger blow will drop one. Also, 
smoke and gas can drive them off* 

Forlorn Hares are the critical link in this 
eco'systcm. They are harmless, timid, 
quick-breeding herbivores, looking very 
much like small rabbits* Predation over 
years in this forest selected only the gamiest 
and least visible to survive, and they would 
have long since fallen below the size and 
numbers needed to support the Spike 
Wolves, had they not been domesticated 
and bred by the dark elf ranger (see below). 
They are thoroughly inoffensive creatures, 
and the only trace of evil ecology in their 
systems is their ability to ingest the plant 
life without ill effect. Forlorn Hares are edi¬ 
ble for humans, unlike any other plant or 
animal life in Biyll. 

If the Forlorn Hares are no longer being 
domestically produced in large herds, the 
Spike Wolves will fall to cannibalism and 
starvation. Their feces and carcasses will no 
longer fertilize the Vitriol Trees; the death 
of the trees will deprive the Vitrsects of 
their unique source of nesting material. 
Within ten years, the Biyll Forest will be 
nothing more than a dark, semi-swampy 
virgin cut forest with an ecology' rapidly 
returning to normal. Acid levels in soil and 
plants will fall off completely, and normal 
vegetation and animal life will return. 

Other creatures include the Feathertail 
Rattler {a normal sized poisonous snake 
whose feathery rattle sounds like a flutter¬ 
ing bird, and causes victims to look over¬ 
head in the round before its attack), and a 
mute type of Vulture which offers no attack 
but watches passing characters as if waiting 
patiently for them to die* The GM may cre¬ 
ate others, but none should be so dangerous 
as to distract the party from the basic eco¬ 
system of Biyll, and its mystery. 

The Cottage of Syco mon Rhoo 

In a shaded, dry glen near the river 
almost three-quarters of the way through 
the forest, a lone dark elf ranger has his 
home in a simple wooden cottage, with sev¬ 
eral coops or pens nearby. Syco’mun Rhee 
has dwelt in the Biyll for over two cen¬ 
turies, longer than he can remember, and 
the effect of living in the proximity of such 
concentrated evil for so long has affected 


his sanity. Charged long ago by the evil 
lords who once ruled this land with the task 
of keeping the forest intact against intrud¬ 
ers, Rhee is a sheriff complete with badge 
(an ancient and recognized unholy sym¬ 
bol). He also carries a powerful missile 
weapon {either a cartridge crossbow with 
multiple shots, or a rod with a missile spell 
and several charges). 

He Has been trained as a woodsman, 
with a respect for nature; this has combined 
with his evil duty to produce an unusual, 
somewhat unstable mentality* 

Watching the eco-system of the Vitriol 
Tree/Vitrsects/Spike Wolves emerge, Rhee 
was taken with dark admiration for its evil 
splendor. He determined that it must be 
protected at all costs; his respect verges on 
worship. Determining that the problem was 
lack of food for the Wolves, Rhee has taken 
to raising Forlorn Hares domestically in 
large pens, seeing to it that enough of them 
survive to adulthood to supply the Wolves 
with predation as he releases them. Rhee 
spends hours a day gathering grass and fod¬ 
der for his charges, and another hour 
checking the babies and young to see to 
their health. Living very simply, Rhee T s 
only indulgence is a weekly walk through 
his beloved forest, reveling in and being 
absorbed by its malevolence. Rhee is con¬ 
vinced that the eco-system is natural, need¬ 
ing only “temporary” help from him. 

The party may encounter Rhee by 
noticing trails from the river leading to his 
cottage; if they approach by day, they will 
observe him as he checks his pens, and 
then ceremoniously releases an armful of 
Hares, whistling afterwards to alert the 
Spike Wolves. Or they may notice him as 
he shadows the group after the first full day, 
or perhaps he may even rescue them from a 
large pack of Wolves (that is not in conflict 
with his general goal}* Rhee is unused to 
human contact but hardly ungracious; if the 
party conceals their origins and intentions, 
Rhee will offer them his hospitality and 
advice* If asked about the forest and its life, 
he will speak in general terms about the 
dangers, but become suspicious and more 
aloof. 

Rhee will never attack a superior party 
first, even if he sees them hunting Spike 
Wolves. Only if the party attempts to upset 
the Hare pens or wantonly destroys a Vitri¬ 
ol Tree will Rhee retaliate, but then it will 
be with full force. 
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Alone, Syco'mun Rhee should he 
almost a match for any of the party's most 
powerful warriors* In addition, he is thor¬ 
oughly skilled in outdoor survival, and has 
all the magical abilities of his race. If your 
world has no dark elves, give him spells 
which control darkness, self-protection, 
detection of alignment/hostility, and one 
attack spell* He is 
equipped with all the 

a Uaiui-'nu’ *£*gBGm&3m 

(unles> he has (tie ' ' * 

crossbow mentioned), 

excellent leather i|p \W 

armor, and several 

minor magic items 

having to do with pro- Y / 

tection, silent move- 4 Cj^ V 

ment, and camouflage* 1 

Rhee also has two 

minor healing potions ^ 

natural ingredients, ft j 

and a gas bomb that /l’V ^ 

causes everyone in a J fiWr W, 
10-foot radius to make \V// v^nVy 
a penalized check i\ l\ 

against health or fall VP^pfl/AJI /- 

unconscious for l to 3 > ^v) if if ft 

hours. / * ^ ■ /n -I 


hunter; if their first attack is ill-timed or 
uncoordinated Rhee will elude it and sur¬ 
vive to taunt them. 


t\ncc win atop DacK, draw nis ranges 
weapon and invoke his ancient sheriffs 
authority to place the party under arrest. If 
attacked or approached closer than six feet, 
he will fire and get to cover* employing his 
darkness spell to mask hi'* retreat. If the 
party presses the attack, Rhee will adopt a 
hit-and-run strategy, luring the party into 


e nature ot evil to provide its 
. if the party simply waits, 
*ence will goad Rhee to reck- 
ns table mind will wear down 
nd in an ill-advised attack of 
his own, he may he 

■ defeated. Alternately, 
his ravings from a 
nearby hill could 


Wolves; in his 
deranged state, Rhee 
will not recognize the 
danger, and will greet 
them as brothers* As 
the party closes up to 
viewing range, Rhee 
will begin to realize 
his peril too late; as 
he lays about him 
with his ranged 
weapon, an errant 
shot will strike the 
trunk of a nearby Vit¬ 
riol T rec. 


tne collapse ot tne 
tree's branches, along 
with several wolves 
and dozens of buzzing, 
bitine Vitrsects. 


It is possible that 
the party may 
encounter Rhee, 
exchange courtesies, 
spend a night under his 
hospitality and then 
move on* If treated 
well, Rhee will gladly 
agree to guide the party 
onward; if this is true, 
they will suffer no 
more of the forest's ill- 
effects, as he is thor¬ 
oughly familiar with 
the environment* 


K / At tne um s a is- 

cretion, Rhee's magic 
/ items can he 

f destroyed in this wet 

holocaust, or some 
may survive for a dif- 
ficult recovery* Rhee's 
JrTjWpSW hut will contain sim- 

* pic belongings, and a 

small set of herbal 
salve preparations, 

I aSh including three minor 

healing and one 
major healing potion. 

II the campaign is strong on history, an arti¬ 
fact from the ancient period may also be 
found here, perhaps a map to link ihe party 
to its next adventure* In any event, with 
the death of Rhee, the parry has broken the 
weak link in the ecosystem, and can con¬ 
tinue their main quest, knowing that 
behind them, forest Biyll will no longer 
deserve the title of dread. □ 


that manages to deduce 
what he's doing, however, should try to rec¬ 
tify the situation, and that will meet with 
Rhee's resistance. In any discussion, Rhee 
will stubbornly argue that he is only tend¬ 
ing the natural process in Biyll; if pressed 
he will shout and begin to suspect the 
party's intentions* Rhee is hard to surprise 
in combat, and can employ his ranged 
weapon and protective abilities to avoid a 
brute melee. If given the slightest warning, 


giving chase, and then turning on the lead¬ 
ing characters with ambushes from his how 
or ranged weapon* If the party gives up pur¬ 
suit, Rhee will harass them verbally from a 
distance, shouting in anger at their intru¬ 
sion into his lovely domain and promising 
that as long as he lives, the "natural order 11 
of Biyll will he preserved* Essentially the 
party should be unable ro hunt down this 
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For example, take the popular Cal! of 


M ost gamers define their role playing 
experience in term of the cam¬ 
paigns that they have mn or partici¬ 
pated in. Although convention gaming is 
fun and rewarding in its own right, cam¬ 
paigns are the place role playets can truly 
tell grand stories about characters that are 
both believable and heroic. Yet while this 
is the case, it is disturbing thar so many role 
players play campaign characters that arc 
one dimensional and boring. If you have 
ever heard a player describe her character 
as a 5' 10" female human fighter with 
brown hair and blue eyes, you know exactly 
what the problem is. A campaign character 
represents a real person, which is infinitely 
more than the sum of physical characteris¬ 
tics, race, and class* 

The goal of this article is to make the 
creation of a detailed, believable character 
not only a fun process but a worthwhi le and 
productive one as well. Some people view 
creating their persona as little more than 
crunching numbers with a pencil, dice, and 
rulcbook, hut it should he much more than 
that. Your character is a tool for role-play¬ 
ing, and having good tools is vital for any 



Of course, this system is unnecessary 
and overly cumbersome for creating one- 
shot or short term characters. These char¬ 
acters will not hang around to have a long 
term impact and need not he as intricately 
detailed as campaign characters* 



The first thing to consider, even before 
thinking about what kinds of characters 
you are interested in playing, is what kinds 
of characters will be acceptable in the game 
you will be playing. This means contem¬ 
plating the requirements of the genre, game 
system, and finally the specific campaign 
the character will he used in. 

This information is generally very easy 
to come by; most skilled players consider it 
without even thinking about it. If you are 
familiar with the genre and system you will 
he playing, you will know that certain types 
of characters can be ruled out immediately. 


Cthulhu game. In its 1920s horror genre, a 
computer programmer, being a construct of 
the later 20th century, is obviously out of 
place* Knowing a little about the genre, 
however, helps you to form a list of appro¬ 
priate characters. Soldiers returned from 
the Great War, gangsters participating in 
hootlegging operations, and virtuous G- 
Men are all characters that would fit in well 
with the genre of Call of Cthulhu. 

Shifting from genre-specific to system- 
speciftc characters for CoC, you might 
know that musty librarians, unbalanced 
authors, and inquisitive antiquarians are a 
mainstay of H.P; Love craft’s world. If you 
didn’t know those things, then a little 
research in a rulcbook or at a local library 
would turn up those sorts of ideas* As 
another example of system-based character 
ideas, take Warhammer Fantasy Role 
Play. In the Warhammer world, there is a 
cult of dwarves who have dedicated their 
lives to hunting down and slaying trolls 
wherever they are found. Other perennial 
Warhammer favorites include the witch 
hunter and rat catcher. If you don't know 
much about the system you are to be play¬ 
ing, ask your GM or do a little reading in 
the rule book. At worst, it will provide you 
with a little more background information 
about the game. 

In addition to genre and system-based 
characters, there may be campaign-specific 
options as well* Your GM may have created 
races or occupations that are of interest to 
you. There may be a special caste of citizen 
that grabs your fancy* Since this informa¬ 
tion is likely unpublished, you will have to 
pick yourGM's brain for such tidbits. 

You may also want to consult with your 
GM before beginning creation in earnest to 
find out if there are any special needs in the 
campaign* Perhaps a cleric is needed in 
order to facilitate party motivation along 
religious lines* A strong leader type may he 
called for to bring the party back together 
after some particularly bitter infighting. Of 
course, it always makes sense to think about 
bringing in a character whose skills are 
especially in demand or are missing from 


the party stable. Diversity in patty composi¬ 
tion is the oldest rule in the book* 

After getting an idea of what falls with¬ 
in the bounds of reason, you should begin 
to form several loose concepts of characters 
you might want to play* A concept need 
not even include a profession or race, 
though it often does. 1 'Confused rural shoe¬ 
maker'' and “aberrant halfling chef’ are 
examples of concepts from a fantasy game. 
As concepts build in your mind, you may 
find it useful to make notes or jot some 
ideas on a scratch sheet of paper. 

As you think about different character 
concepts that you would be interested in 
playing, consider them in the context of 
the game you will use them in. “Bold 
Knight of Galahad” would have an entirely 
different application in a campaign of epic 
fantasy as opposed to one where the focus 
was on wringing money from the local 
economy through fair means or foul. As you 
consider possible concepts, also begin to 
think about what rules ramifications each 
would have* In a system where magic back¬ 
fires more often than it works, it takes a 
special breed of player to be successful with 
a wizard. 

When you have developed two or three 
concepts that sound interesting to you, take 
a closer look at them. Some concepts may 
strike you as interesting, but are outside the 
scope of your experience. Personally, I 
would find it more than a little difficult to 
play a mutant alien slime beast in any kind 
of long-term game. I have profound respect 
for a fellow gamer who manages to success¬ 
fully play a sentient broccoli who is attuned 
to the Force in Star Wars games* Such 
oddities are fine for one-shots in strange 
games like Tales From the Floating 
Vagabond or Toon, hut if there is absolute¬ 
ly no commonality or place to relate from, 
you are probahly best off going with some¬ 
thing else for the long haul. 

The other thing you will want to look 
for in narrowing your choices is whether 
you have played the same type of character 
often in the past. Many players go through 
character after character, but always seem 
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to wind up playing the heroic yet with¬ 
drawn loner, who is always confident, and 
always has a quick retort for everything (or 
insert your own stereotype). Try something 
new if you kxik back and find that you have 
played variations on the same character for 
the past year. The worst thing that wilt 
happen is you will gain a little experience 
in other aspects of the system you are play¬ 
ing. This is not ro say that if you know that 
you don't like playing some types of charac¬ 
ters you should do it anyway—only that 
you may enjoy something new just as much. 
If however, in the end, all you like to play 
are female dwarven thieves from clan 
Dranel then so be it. This is a game. The 
most important thing is that you enjoy 
yourself. 

Rounding Out Your Concept 

After considering your list of concepts 
and narrowing it down to one idea, it's time 
ro really go to town. For all o( the charac¬ 
ters 1 develop, I think about four critical 
areas of that character background, person¬ 
ality, goals, and relationships with others. 
These overlap at times, and often some arc 
mote important than others in a specific 


character concept. In any case, though, all 
four could be considered, and some notes 
jotted down. 

Background deals with the character's 
history. "How did she come to be an adven¬ 
turer?”, “What was her childhood like? 1 ', 
and “Why is she the way she is now?" all 
deal with background. Since you know 
something about the campaign world from 
talking with your GM about it, you proba¬ 
bly already have a vague idea of where your 
character is from and what influences there 
shaped her life. Thinking about what your 
character did in her adolescence will help 
you when you are doing the rules work and 
are trying to determine what hobbies and 
secondary interests your character would 
have. Your characters race (be it human or 
non'human) is, of course, part of her back¬ 
ground, and will affect many other facets of 
your character. A strong background is 
essential, since personality, goals, and rela¬ 
tionships with others all flow directly from 
it. 

When considering personality, above all 
consider personality types that you would 
like to play. You should also, however, keep 
in mind the inclinations of the rest of the 

party when deciding on a per¬ 
sonality. Nothing is more 
annoying than when one player 
persistently brings in anti-social 
and bothersome characters one 
after the other, only to have 
them quickly expelled from the 
party, injured or killed because 
of their bad manners. Also con¬ 
sider that when playing, your 
character's personality should 
be overstated slightly, to give a 
firmer impression of her traits. 
In real life, w r e all have varying 
degrees of personality. In fanta¬ 
sy, however, its no fun to have 
to be a psychologist in order to 
determine how" a fellow adven¬ 
turer will react to a certain situ¬ 
ation. Tills is not to say that all 
characters should have 
overblown, extroverted person¬ 
alities. Introversion and shyness 
can be overstated and embell¬ 
ished as well. 

Goals are an important facet 
of character creation that many 
players, even highly experi¬ 
enced ones, tend to overlook or 



even ignore. It is important that you pro¬ 
vide your own impetus to adventure. If your 
character has no reason for allying himself 
with the party, then it becomes a tedious 
chore at every session to come up with a 
new excuse not to simply leave the party. 
The GM is not responsible for providing 
motivation for your character (though she 
is responsible to provide the opportunity to 
fulfill them). Goals can he as simple as a 
desire for adventure (though an adventur¬ 
ous spirit is certainly hackneyed motiva¬ 
tion) to a desire for revenge, to anything 
that you can imagine. When considering 
your personal goals, make sure that they are 
compatible with the goals of the campaign. 
An evil cleric is of little use on a great holy 
quest. 

Relationships with other people is 
another facet that is often overlooked or 
taken for granted. It can be a great boon to 
the GM when a character h.ts a ready-made 
reason for appearing. Inviting someone's 
old university buddy to join the patty is 
much mote realistic and believable than 
adding some guy that you just found in a 
bar. Entire character concepts can be based 
on relationships. For example, you might 
want to try your hand at playing that virtu¬ 
ous paladin's old flame. When thinking 
about relationships with others, think out¬ 
side the party as well. How does that char¬ 
acter get along with major NPCs that the 
GM has established? Has he met the Lord 
of the Realm, and if so, what does he think? 
How does Sit Roald the Bold get on with 
beggars and common street scum? Thinking 
about these types of things in advance can 
often help to crystallize your thoughts on a 
particular character and will make playing 
him easier as well. 

Statistics for ran and Profit 

After generating a concept and thinking 
about what makes it tick, you are ready to 
begin the nuts and bolts of character cre¬ 
ation, dealing with the stats. Even though 
this article is not concerned with any par¬ 
ticular game system, there are some good 
bits of advice and commonalities for all rule 
systems. 

In all game systems, there are effective 
and ineffective ways of doing things. In 
order to get the most you possibly can out 
of your character, you need to know the 
rules of the game system. For many, this is 
no problem. They have played the system 
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in question for years, and know the ins and 
outs like their last character's old boots. If 
the game in question is a new- one* howev¬ 
er, making a character can be a daunting 
task, especially for complex systems. There 
are two ways of getting around not knowing 
the rules very' well. The first and most obvi¬ 
ous is to pick up a copy of the rules and 
read them. Since for many people this 
holds about as much fascination as studying 
for a final exam* I prefer to gather up $6me- 
one who has played before* preferably run 
the system before, and have them cake you 
step by step through the process of design' 
ing your charactey^OUr GM is the most 
likely candidate for this type of thing. Out 
of common courtesy, you should make sure 
that she has the time* etc. Offer to take 
them out to dinner afterwards. A lull sitoift|i 
ach often makes fora contented CM. 

Another bit of good any game 

system is to remain organised. It can be 
quite frustrating (when creating the charac¬ 
ter and when playing) to not have a bit of 
information you remember generating 
handy, or to have it written in an obscure 
hand on a dirty smeared napkin* It pays to 
be neat. Get a clean character sheet,:; prite 
neatly (and in pencil). If it makes you hap¬ 
pier, make notes on a separate sheet of 
paper, though beware of accidentally 
throwing away a note sheet that you still 
need! 

Finally, you should be flexible* In many 
cases, especially when generation is partial¬ 
ly or wholly random, you could come up 
with a character that is not quite what you 
wanted or expected. This is not necessarily 
bad* You can think of it as a challenge, or 
as a welcome addition to your character's 
personality* On the other hand, in some 
cases you will wind up with a character that 
is so far from the one that you wanted that 
there is no real resemblance at all. In the 
latter case, seek your GM's penuissi^pito 
simply start over. Most are reasonable, and 
should allow that* Please note that thts 
should not he an excuse to te-roll any char¬ 
acter that would not put Superman to 
shame. "But hey, all seventeen isn't nearly 
as good as 1 wanted!" is not a good reason 
to begin anew* 

It bears mentioning that you should be 
familiar with the rules governing your char¬ 
acter. It is irritating for the GM to have ro 
explain integral rules mechanics over and 
over. In a campaign I recently played in, 


one of the players (who was playing a 
mage) had absolutely no idea how to cast 
spells under the system we were playing* 
Every time he tried to cast a spell, the GM 
would explain the process, taking up every¬ 
one's playing time. Do everyone a favor 
and, at the very iea$t T leam the rules that 





Now you've got all of the background 
and personality yo#£0uld ever hope for* 
You have all the statistical information you 
need to play, and you're all set. Well, not 
quite* One last step# fundamental to creat¬ 
ing a character that will seem real. You 
need to develop th$;qjiidb and tendencies 
MflRMlt life rd-your character* 


One way to develop these is to answer a 
series of questions about your new charac¬ 
ter* Some systems — Shadow run, for 
exarftpp^ include something like this in 
their rule books, I have developed the fol¬ 
lowing list that you can use if your system 
doesn't include something similar* 

r : \ ;y* * . y •• -/-V; ^ 

What mannerisms does your character 
have? Your character could have a vocal 
quirk, a stutter of : a funny accent. A paftlfe 
uiar phrase that he uses often is another 





distir^uishmg physical char¬ 
acteristics? Maybe your character's entire 
face rums beet red when he gets angry or 
goes into a stressful situation* Perhaps an 
old wound acts up when it's about to rain. 

Does the character have any prejudices? 
Dwarves are known for aipposity against 
elves, but perhaps your character who is a 
farmer's &<xn has a g||fjge against the 
wealthy. You should be careful when creat¬ 
ing prejudf|e||[|f^^3r character, however, 

is a game* ^There is far 
too much prejudice in the real world for it 
to become in obsession in a game as well* 


Is your character religious? There are 
probably many religions within your cam¬ 
paign to choose ftom, or you could make up 
your own personal belief system for your 
character* Abo think about how your char¬ 
acter reacts to people of other faiths* Before 
deciding on thi% reactions, consider the 
other; reiigf|^ in the rest of the 

party* A fanatical hatred of Thor is a bad 
trait in a member of a party including his 
clerics. 


Where is your character's family? Does 
your character ever visit his parents? Per¬ 
haps they don't approve of the character's 
chosen lifestyle, or perhaps the character is 
adventuring because of a need to prove 
himself to one or both of his parents. Think 
about where any siblings or more distantly 
related relatives fit into the picture. 

What does your character like to eat? 
Tit is could reflect his personality, the area 
he grew up in, what w r as commonly avail¬ 
able there, or any number of other factors. 
This is especially interesting for characters 
with little money to afford their favorite 
foods* 

What does your character think about 
money? Not everyone is out to accumulate 
wealth* Perhaps your character donates all 
of his money to some charity. If that is the 
case, which one docs he give to? 

Answering these questions will help you 
get a feel for your character outside the 
context of the major personality systems 
that you have already generated. While it is 
not strictly necessary to answer all or even 
any of these questions about your character, 
you will probably find that the more you 
think about how your character is, the 
more others will be in awe of your role- 
playing ability and rhe more fun you will 
have playing your character. 

Finishing Work 

Once you have all of this information 
assembled on your character sheet and in 
the form of a lot of notes on his back¬ 
ground, personality, goals, relationships, 
and quirks, you should write it all up in 
some kind of cohesive form. Though this is 
not strictly necessary, it helps make sure 
that you don't forget about them in 
between sessions* Many people enjoy doing 
this write-up. 1 usually find that one or two 
pages is more than enough for this descrip¬ 
tion, This wilt help your GM immeasurably 
when she is deciding how your character 
will be introduced. It will also make it easi¬ 
er for her to create adventures that take 
advantage of your unique background. For 
example, if your character has strong ties to 
a particular organisation, that group will 
become a good source of motivation for 
adventures that your GM would be a fool 
not to utilire. Likewise, if your character is 
a money-grubbing type, she will know how 
to motivate you to do things. Your role- 
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playing opportunities multiply the more the 
GM knows about your character and her 
background. 

Some players find that keeping a chroni' 
cle of their character’s adventures is also 
exciting and rewarding. After every session 
of play, you can jot down in as much detail 
as you like exactly what went on, from your 
character’s point of view. Not only does 
this make for some interesting reading later 
on, it can be an important source of clues 
when considering the campaign on a grand 
scale. It can serve as a good refresher at the 
beginning of the next session when every¬ 
one is trying to remember what happened 
last time* At the end of the campaign, 
everyone might pool their notes and a 
grand volume of the campaign might be 
assembled for everyone to read. It will be 
rewarding to take that collection down 
from the shelf in years to come and revisit 
favorite characters and forgotten cam¬ 
paigns* 

Characters Develop 

No personality is completely static. 
Everyone changes over time as a reaction to 
her surroundings. Your character can 
change, as well. In most cases, the events 
surrounding a campaign are stressful and 
can (and should) have an impact upon the 
psyche of your character. 

Specific events in the campaign can 
have an impact on your character. One 
example from a Shadoworn campaign 1 ran 
was of a pair of slovenly characters who 
suddenly found that a young street kid had 
“adopted" them. They quickly realized that 
their beer-swilling and television-watching 
lifestyle would have to be tempered with 
making sure that Charlotte had done her 
homework and was actually in bed instead 
of roaming the streets. Other events such as 
a romantic interest or religious experience 
might similarly change your character. 


It is important to note that although 
characters change over time, they don't 
change radically with any kind of frequen¬ 
cy. If your character is vastly different from 
session to session (unless he is insane or 
unstable), rhen he will become less credi¬ 
ble. Generally, if you often find that you 
are totally outside the scope of the original 
character concept, then you have probably 
gone a little too far. 


An Example 

In order ro give you a better understand¬ 
ing of this process of creating a character, 
III work up an example from scratch. For 
this example well assume that we're going 
to play a science fiction/space opera game. 
The campaign is just starring out, and so we 
don’t yet know- what the other players arc 
playing. The GM has already told vis that 
the campaign will revolve around a group 
of freelance traders w r ho will travel around 
the galaxy in search of ever-increasing 
amounts of money, with all the adventure 
they can pack in along the way. 

Keeping that in mind, we can begin to 
generate a few p concepts that will he both 
fun to play and will help advance the plot 
that the GM has set forth. My first idea is 
an escaped inmate from a mental ivard. 
This character would have many useful 
skills, since not only is he insane, he comes 
from a shady background. For a character 
like this to get along in the group, his 
insanity would either have to he mild or 
relatively harmless, Murdoc {from the A- 
Team television series) is a good example 
concept. 


My second concept is that of the laconic 
pilot. This Han Solo archetype flies the 
group's starship, and probably owns it as 
well. He is generally gruff and hard to get to 
know well. His main role-playing shriek 
would be that he is constantly making wise¬ 
cracks at dangerous times. 

The happy-go-lucky tech is my final 
concept. This character is responsible for 
making sure that all of the party’s equip¬ 
ment, from personal weapons to starship, is 
functioning properly. On the side, he also 
makes gadgets and gizmos that are fun if 
not slightly dangerous. 

Considering these three, 1 like the tech 
the best. The Murdoc concept is intriguing, 
but could become old as his insane 
antics continue from adventure to 
adventure. The laconic pilot is 
just a little too ster 
for my taste. While the 
pilot role is neces¬ 
sary, 1 will 
hope that 
some- ^ 

one else 
in the group 
will come up 



with a concept that is not so generic. This 
leaves the tech, who will be fun to play and 
will also fill a useful role in the group. 

Now that I’ve decided on a concept, I'll 
round it out. I think that I’ll name him 
Aristotle (at least that’s what everyone 
calls him). Thinking about his background, 
I decide that he came from a rocky planet 
called Rys Prime where the atmosphere is 
poor and civilization only exists under¬ 
ground and in domes on the planet's sur¬ 
face. 

Rys Prime is a major repair and refueling 
stop for starships on the Terrell Route 
between two major trade centers, and so a 
large segment of the planet's industry is 
involved in servicing starships, Aristotle 
joined up with one of the mechanical col¬ 
leges on Rys Prime after having a semi-suc¬ 
cessful secondary education (he got into 
trouble a lot, since he spent most of his 
rime in the physics lab constructing bizarre 
devices out of old experiments). He gradu¬ 
ated from the college with honors, and 
signed up to work as a repair tech in one of 
the orbital repair facilities. There, he met 
up with some of the other party members, 
who persuaded him that it would be much 
more profitable (and fun) to accompany 
them in their mostly-but-not-quite-legiti¬ 
mate business. Not normally comfortable 
with crime, he was hesitant, but in the back 
of his mind he has plans for building his 
own custom starship, and he knows that 
he will never make enough to realize 
that dream fixing ships* In tight 
of this, he decided to go out 
into the wide galaxy 
with these new' 
found friends. 

With ..... 

that 

back¬ 
ground in 
mind, Aristotle 
needs a personality. As 
a happy-go-lucky tech, he 
is generally ill-suited to deal 
l the criminals and other shady 
personalities that he will encounter. 
He tends to sec the best in people (proba¬ 
bly much to the annoyance of any street¬ 
wise or cynical members of the party). In 
conversations, he speaks his mind, either 
not knowing or caring enough to beat 
around the bush or conceal what is re 
going on in his mind. Any time con versa- 
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non turns to spaceships* he will tell anyone 
and everyone exactly whar is wrong with 
various designs, and how his ship will cir¬ 
cumvent those heinous flaws. Finally, due 
to the lack of abundant living space on Rys 
Prime, Aristotle is somewhat possessive of 
his space and his things, his shop and tools 
in particular. Anyone found touching his 
tools will he quickly and rudely told exactly 
whose tools they arc and that if they feel 
the need to use his things* the least they 
could do is ask. 

As far as goals* we know that his 
main motivation is the construction of his 
own custom starship. This fits in well with 
the overall goal of the campaign, that of 
trading across the galaxy in order to accu¬ 
mulate wealth. It will no doubt take quite a 
while for Aristotle to accumulate enough 
money* hut in the meantime, he will be 
drawing up plans, inspecting other ships to 
see what works and what doesn't, and 
establishing the contacts he needs to get all 
the pans and other items he will eventually 
require. 

Others in the party will probably like 
Aristotle, He generally will treat people 
decently, as long as they refrain from vio¬ 
lent crime in his presence and keep their 
hands off his tools. He could he at odds 
with whoever owns the ship, since he will 
constantly he pointing out which parts are 
poorly designed and which systems will 
need to be replaced immediately* "because 
you just don't put the inverse flow regulator 

next to the replicator service ductwork." 

■ 

After all of this, we simply need to sit 
down with a rule book and figure out Aris¬ 
totle's stats. He will* of course, he skilled in 
all things technical* and will probably be 
smart, perhaps even a genius. 1 would want 
to do a little research on how the system 
handles the construction of gadgets and 
things like that, since a major parr of his 
arsenal will consist of various self-made 
contraptions. 

Finally* 1 go through the twenty ques¬ 
tions routine. As far as mannerisms, Aristo¬ 
tle has a hydraulic wrench that he tosses up 
in the air and catches when he’s working 
out a technical problem in his head. "I 
can't think without my wrench!” he is 
often heard to say when he has misplaced 
it. When speaking, he often degenerates 
into tech-talk, leaving others in the dust. 
To this end* I might want to jot down a list 


of technical-sounding words and phrases to 
use at times like these. Aristotle does not 
like the starship designs of Hawthorne and 
Hawthorne* and so is quick to insult and 
deride their products wherever he finds 
them. Any employees of that company he 
should happen to meet should beware the 
tongue-lashing that they will get for “pol¬ 
luting the galaxy with those rusted garbage 
scows that they call starships." Aristotle is 
not religious, and has never really given 
any thought to it at all. That is something 
that could develop in the future, though. 

Aristotle doesn't think about his family 
often; he was never really that close to any 
of them. He has a cousin that joined the 
Imperial Navy, though* who could be 
encountered at some time in the future, 
possibly giving the GM a hook to use some¬ 
time, He generally cats whatever is put in 
front of him* and has been known to subsist 
on soy from vending machines for as long 
as a week at a time when he is busy working 
on a project. Finally* he is interested in 
acquiring all the money he can* and putting 


it away until he has enough to realize his 
dream of completing his own starship. 

After all of that was done* I would write 
up what l know about Aristotle* photocopy 
it, and give the GM a copy. Then he's 
ready to begin his space-faring adventures! 

Conclusions 

This system is not the he-all and end-all 
method of character creation. It serves only 
as a guideline to help in the creation of 
characters that will in the end be more fun 
to play because of their depth. Much of rhe 
joy of role-playing stems directly from the 
character, which is why it is so important to 
have a good one. That being the case* I 
hope that this article has provided you with 
some insight on how to make good ones 
that you and your fellow players will find 
both amusing and inspiring, □ 
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Need to equip an army? With 
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To Do What We Must 

A Passionate Defense 

By John Wick© 1995 


s 


I t was only about a week ago when it 
happened, and only just now did [ realize 
how stupid 1 really was. 

Oh, no. Not just stupid, but fall down 
flat on my face, catch the spit in my 
mouth, jump up and fall right hack down 
again stupid* Yeah, it was that had. 

It was in my local gaming store, in a 
little shopping complex in Diamond Bar, 
California, and I was checking out the 
RPG that makes every gamer cringe in 
fear. The game that kicks us in our cribs at 
night, and forces us to realize just how 
alone and in the dark we really ate* And 
no, it wasn't anything remotely gothic or 
hip. 

It was Coll of Ctftulhu. 

(Come on out from behind there, it’s 
not really here. Imagine, a grown-up gamer 
like yourself hiding behind an Adventurer 
Screen, Shcesh.) 

Anyway, as I was paging through the 
blasphemous texts, a kid stepped up to me 
with a sick little Bear is grin on his face 
and said, “Huh, CoC, huhr 

I ignored the fact that he had begun 
and ended his statement with ’huh' and 
said. "You know it," 1 smiled, fingering the 
Keeper's Handbook., pm drooling at all 
the delicious information therein. 

"Stupid, man." 

I chanced a glance his way, not daring 
to say anything. Yet. 

"I said it’s stupid. What's the point?" 

l allowed a glimpse of curiosity to 
glimmer across my face, my expression 
begging the sage wearing the Meuilbat T- 
shirt to speak more wisdom to me. 


"I mean, you can't even try to he 
heroic." 

He giggled, picked up his copy of the 
new weapons list for his favorite RPG and 
strutted away. 

Cod of Ce/iuI/iu: Unheroic? 

That made something inside of me stir. 
Something dark and angry and hungry. So 
1 sat up all night, thinking about that 
statement. Then, like a nighrgaunt silent 
and swift, it flew into my head, tickling my 
brain, and 1 began to laugh. 

Like 1 said, 1 was stupid then. 

But, I’m better now. And now I’m 

!?®% off. 

ttt 

Heroes are, perhaps, one of the first 
ideas that humanity ever came up with. 
The American philosopher Mortimer 
Adler wrote extensively on the subject, 
making heroism one of his “Great Ideas," 
and of course, Joseph Campbell spent his 
entire life researching the Hero's Journey, 

And now, we have an entire industry 
devoted to the subject. RPGs are designed 
to simulate myth-making. We are making 
legends with our pencils, paper and dice, 
and somehow, we’ve completely corrupted 
the idea into a burlesque of the original. 
Here, let me explain. 

Think of some heroes. Go ahead, right 
off the top of your head. Better yet, think 
of some people that America regards as 
heroes. Many sports stars come to mind. 
People like Michael Jordan, Bo Jackson 
and Magic Johnson. But why arc these guys 
heroes? 

Well, Jordan is certainly successful in 
his trade. He makes millions of dollars 


every year playing a game he was bom to 
play, and Bo Jackson shares the same title 
because of his diversity of talents, and of 
course, the immense talent of Magic goes 
without saying. But Johnson has something 
that the others do not, and I'm not talking 
about AIDS. He has courage. Real pure 
plain red hot guts. He put his life on the 
front page, spoke out about his condition, 
gave his money and his life, and put his 
fame on the chopping block. Courage. 

And that’s what heroism is about, 
Johnson didn’t deserve the title ‘hero’ until 
the moment he decided to do something 
about his condition. AIDS didn’t make 
him a hero, but his selflessness sure did. 
Magic Johnson decided to make a 
difference, despite the consequences. The 
other two are just doing what comes 
naturally. Remember, they have talent. Do 
you develop talent? No, Is talent a difficult 
thing to acquire? No. You're born with it. 
Born to become a sports star, horn to 
exhibit your physical abilities. Big whoop. 
It doesn’t matter if a person has talent, all 
that matters is what they do with it. 

And then there’s George Foreman. 
That’s a bimg man. Again, a case of natural 
physical prowess. Here's a man who 
achieved the title of Heavyweight 
Champion of the World (in other words, 
the guy who could heat you up with the 
most effective and most brutal method 
known to current science). And when he 
achieved that...he realized there was 
nowhere else to go, nothing more to do. 

So he started a search for ethics. For 

what Aristotle, Plato and Socrates called 

* 

the Good Life; what Nietzsche called “the 
only noteworthy human activity,” 

Now, many of you ate probably 
wondering, “What do sports heroes have to 
do with Call of Crhulhu?” My friend, it has 
everything to do with heroism. 
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Heroes act. They do* And they do 
without thought to consequences they may 
have to face. That's what made Henry 
David Thoreau a hero. And Gandhi. And 
Martin Luther King* Jr* They were heroes 
because they acted, even if the 
consequences called for punishment, or 
pain or imprisonment. Or death* That's 
who true heroes are, folks* 

Now.*dot’s take a look at heroes in 
role-playing games* 

t It 

In many fantasy RPG's, w r c play 
“heroes," and these heroes go out swinging 
swords and slinging spells and fight the 
forces of evil*,.for a reward, 

i 

Q: Why do we save the town from 

the evil Wizard-King? 

A: Experience Points, Gold, Fame, 

Power, Magic Items and to gain the 
amorous attentions of the pretty barmaid 
in the tavern hack home. 

So, in essence, what we are doing is 
prostituting our heroism. We are selling 
our services as heroes to do the good deed 
we should he doing anyway because we are 
the only ones who can, 

■ 

Why did Frodo take the ring to Mordorf 
Better still, why did Sam wise not keep the 
ring when he had the chance? 

We in the RPG community (I use the 
term “we", because in the past l have Keen 
guilty of it as well), have manipulated and 
mutilated heroism into gold gobbling. We 
who arc supposed to he the experts in the 
field. We who interact with modern 
mythology, who make new stories of old 
gods, and interface with our imaginations* 
We have done this. 

And how do we gain all the gold and glory? 

You know exactly how we get it. Go on, 
say it* 

That's right, we kill. 

No, Pm sorry, hut there is just no way to 
get around this. 

Kill murder kill. 

Kill the kobo Id, kill the noil, kill the 
dragon, kill the (insert random victim...1 
mean villain*..here)* 


So, to sum up: Heroes are people who 
kill for money, glory, fame, power and 
political position* 

Now, \ can see why Coll of Cdml/tn isn't 
very heroic. 

After all, investigators in CoC have 
absolutely no reward to look forward to 
when encountering the terrors of the 
Cthulhu Mythos* Those who succeed in 
thwarting the servants of the Dark Gods 
usually wind up maimed, imprisoned, 
insane or just plain dead — and sometimes 
they encounter fates even worse than 
death. If not, they are certainly estranged 
from society because of the lingering 
contamination that dealing with Mi-Go, 
Deep Ones and the Dark Young of Shub- 
Niggurath leaves on their soul. They're just 
never the same. 

And, why is it then, that these 
investigators act against the darkness, even 
if there is no reward? Because, friends and 
neighbors, they are heroes* They act, 
because no-one else will* No-one else can. 
Like Stan “The Man!" Lee once wrote, 
“With great power comes great 


and knowing that something is creeping up 
on the oblivious pod-people that most of us 
are demands that we do something about 
it, regardless of the consequences. That’s 
called duty. Duty* Look up James Q. 
Wilson's book The Moral Sense, and read 
the chapter on that subject* You'll walk a 
little different* 

That's why I don't run games that make 
gore and violence and profiteering a heroic 
thing. That’s why Call of Cthulhu is the 
most heroic RPG on the market. There are 
some others, too, but when it comes down 
to it, none of them even come close to 



And if you ever have the opportunity to 
enter my interpretation of the worlds of 
HP Co*, you will find tentacles and 
terror, slime and sludge and the seventh 
dimension, hut you will also find the most 
beautiful of human expressions: heroism. 

Role-playing offers us a chance to play 
out the roles of our heroes. To see how you 
and 1 — jack and Jane Mundane — can 
achieve the greatness that heroes can. To 
fight against impossible odds, not for the 
reward - hut because we must* □ 


responsibility. 1 ' Knowledge is power, folks, 



Ask your retailer to carry Gatecrasher, 
Fudge, and other Grey Ghost™ Games! Or 
send check or money order to Grey Ghost 
Press, Inc* (add $3.00 shipping). 

Writers, Artists, and Editors: send a 
SASE for our freelancer guidelines. 


Grey Ghost Press, Inc. 
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GATECRASHER 

Second Edition 
a FUDGE Role-Playing Game 


High Tech and High Wizardry clash 
in a struggle for supremacy in the 
Gatecrasher universe, where anything 
can happen — and often does! 
Presenting a customized version of 
the Fudge game system. Gatecrasher 
contains all the rules and campaign 
information needed to play* $18.95. 


Also 

Fudge: A Role-Playing Game* 
Fudge provides the building blocks 
you need to craft the role-playing 
game of your dreams. Define your 
own character traits, attributes, and 
skills. Fudge is fully customizable — 
every rule is optional! $12.00. 

Fudge Dice: not essential for play¬ 
ing Fudge or Gatecrasher, but easy and 
fun! GM's Pack (20 dice) $10*00. 
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f very so often an article is written on 
how player characters could he made 
SfellPS' naore like the heroes out of romantic 
P- S'fffsy, rather than the more common 

I 'p@||Lh^ck and slash types. This article is a 
f|$P'' response both to them and to the many 

of "..-if I'm going to he a Romantic 
IIBS' bteroi where*s t he Romantic Heroine ?” 


The single most prominent part of the 

P W' classic Romantic Heroine is her rough 

■* . J ~' - £I?‘V- -;r - 

■^ifequafUiy to the Romantic Hero. Sadly* 
there are good role-playing reasons this 


" "w®hty can’t show up on the battlefield. 




■ ■ - i, 


jg?r^ / PJa.yeir Characters are supposed to be the 
^ /f fd^us of the game, and more than anything 
g$|§> exceptional combat ability is what sets 
fj them apart* if only in the minds of the 
§ players, A Romantic Heroine who can 
f / fight or cast spells as w-ell as they can is 
trouble waiting to happen. For every time 
fp 9 su&H a powerful ally is welcome in combat, 
there wll be a dozen times her presence on 
the battlefield is resented, both as a dis¬ 
traction when the Game Master should be 

1 . X 

s paying attention to the players, and as a bit 
£' player stealing the spotlight away from the 
%: real stars. This isn't rooted in gender jeab 

ousy by any means. Every other kind of 
henchman* sidekick, and subordinate is 
\ inferior in combat ability to the player 


feb characters for these same reasons. 


Ijjh ' Once out of combat, players need more 


cutouts to interact 


-role-playing demands three dimensional 
v \\W-y, characters with depth, and the reason a 
f ; Romantic Heroine is in a campaign in the 
**'" ■ / first place is to encourage role-playing, bo 

/ the non-combat aspects of the Romantic 
/ Heroine must define the character. 
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Two non'Combat facets of the Romans 
tic Heroine are crucial. First* the most 
beautiful part of her should he her soul. 
Second, whatever she does, she's very good 
at it.'In the body of this article the author 
hopes to expand on these two aspects and 
end with a campaign suggestion to help the 
novice GM. 

The Most Beautiful Pan Is Her 
Soul 

Lacking combat ability, too many so* 
called Romantic Heroines are given fantas¬ 
tic good looks as compensation, and are 
often saddled with a childlike personality 
anti a complete lack of brains to ensure they 
don't steal the hero's 
thunder. Nothing 
could he less accu¬ 
rate or a greater dis¬ 
service to the classic 
Romantic Heroine; 
it is as bad as having 
every Barbarian war¬ 
rior he an oatmeal- 
brained killing 
machine. Conan of 
Cimmeria is the pro- 
tot ype for all barbar¬ 
ian fighters and, 
though unschooled, 
was as quick-think¬ 
ing, clever and 
resourceful an indi¬ 
vidual as you could 
meet, just reflect for 
a moment on all the 
languages he spoke with his barbarous 
accent. Likewise, no one who knows what a 
Romantic Heroine is supposed to he is going 
to he satisfied with a halloon-hrained 
hi mho, 

A classic example of a gorgeous-sou led 
heroine is a lady named Tavia from Edgar 
Rice Burroughs' novel A Fighting Man of 
Mars, from his Barsoom, or Mars, series, 
Although described in as many words as 
being boyish and tin beautiful she was also 
courageous* honorable, intelligent! 
resourceful, self-disciplined and always 
came through in the clutch -— as well as 
being stone cold death in a fight. But her 
willingness to do what was best for rhe man 
she loved, rather than her combat ahility, 
is what makes her so special. The hero 
thought he was in love with a gorgeous 
daughter of wealth and privilege and 


Tavia* rather than trying to thwart the 
romance (or convince him he really want¬ 
ed a plain-jane* dirt-poor nobody) did all 
in her power to help. To the hero's credit, 
he was already in love with Tavia by the 
time he discovered the other woman's 
beautiful body hid a soul full of blow flies. 
And shortly afterward he realized marrying 
a woman with a gorgeous soul, such as 
Tavia* was a greater wealth and privilege 
than any man could ask. 

Nor is Tavia the only example of a clas¬ 
sic Romantic Heroine with ordinary looks 
and an extraordinary spirit. Andre Norton 
alone has a number of stories involving 
heroines who more closely resemble Joan 
of Arc than Helen of Troy — and no man 

with a brain in his 
head ever complained 
about the difference. 

Even Romantic 
Heroines with great 
good looks have inner 
beauty at least the 
equal of the outer 
kind. Lady Eowyn of 
Rohan from J. R. R. 
Tolkien's Lord of the 
Rings trilogy had leg¬ 
endary beauty; hut she 
is most famous for the 
spirit and courage 
which allowed her to 
face and defeat the 
leader of the NazguL 
Yes* we are dealing 
with fantasy role play¬ 
ing games, for which reason most prefer the 
heroine to he gorgeous in addition to 
everything else; but the everything else is 
what is most important. In gaming* as in 
real life {believe it or not), the woman 
with the charismatic spirit is cherished and 
remembered long after the classic faces and 
figures have faded and been forgotten. 

All of the above speaks to the lady's 
heroism* but what about the romance part? 
Her strength of character is every bit as 
evident here as well. Even the Romantic 
Heroine isn't above the kind of pranks and 
antics which make up the courtship game; 
hut her teasing games are the kind close 
friends or family play with one another. 
The malicious manipulation taking place 
all too often in the real world is anathema 
to her. The Romantic Heroine is honest 
about her feelings. If she hasn't chosen a 



suitor it is because her heart has not yet 
spoken; she doesn't force her boyfriends to 
jump through hoops just to please her 
childish vanity. 

She can't be bought by baubles or mes¬ 
merized by minor magical knickknacks, A 
suitor must demonstrate the beauty of his 
own spirit. Mercy, intelligence* honesty 
and concern for others are some of the 
qualities a prospective husband should pos¬ 
sess. An adventurer is assumed to he brave 
and deadly; he must have moral courage* 
and be willing to nurture rather than slay. 

As this is happening within the frame¬ 
work of a role-playing campaign* the GM 
must give the player eharactcr(s) ample 
opportunity to demonstrate these finer 
qualities* as well as provide other romantic 
obstacles to overcome; then let the play¬ 
ers) role-play the situations out. Some of 
the classic obstacles on the path of true 
love are rival suitors* disapproving 
guardians, vast differences in caste, class, or 
religion* and previous promises to wed 
which duty and honor requite she fulfill. 

A classic bit which isn't as effective as 
it once was is The Unworthy Suitor. The 
Suitor is someone whose surface charm 
conceals a soul at best second-rate* and at 
worst ruled hy depravity and unspeakable 
evil. The party can tell the fellow is worth¬ 
less* but everyone else is crazy about him, 
Trying to protect others from a threat they 
refuse to believe exists is a powerful theme, 
and a key aspect of many horror stories* 
The problem lies with the heroine. If she is 
nothing more than a pretty face who needs 
a man to make her decisions for her, it 
makes sense for her to he taken in hy the 
dastard; but a Romantic Heroine has a lot 
more on the ball. If the heroes can see the 
guy's a creep* why can't someone as sharp 
as rhe heroine see it ? The way this works 
nowadays is for the characters to know 
some secret about the suitor no one else 
will believe without proof {which necessi¬ 
tates an arduous and dangerous quest to 
obtain the damning evidence). Even then* 
the heroine should have begun to suspect 
the truth before the heroes can prove their 
claims* 

Whatever She Does She Is 
Good At It 

The second defining aspect of the 
Romantic Heroine is her competence. 
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The Romantic Heroine 


While it is unreasonable to expect a noble 
lady raised in a psuedo-medieval culture to 
be able to fight or cast spells (a convenient 
excuse for a lack of combat ability on the 
part of non-player characters), it is reason¬ 
able to expect her to be competent at the 
sort of things such people were trained in. 
And given her keen 


might hint of some secret deed of treach¬ 
ery. All this, plus the Romantic Heroine’s 
more traditional roles of advisor, advocate 
and informant at court, are just some of the 
things she can do in the overall campaign. 

She can also serve as plot device and 

voice of the CM. 


is a smart, strong, 
vital and capable 
woman who is skilled at whatever she turns 
her hand to. And many of the weaknesses 
she shows arc required by the game system, 
rather than some sexist need for masculine 
superiority. If you want to know whether a 
particular female NPC is a Romantic Hero¬ 
ine ask yourself the following questions: 
Were she to command an evacuation, 
would her emergency preparations prove 


rebuilding better and stronger than before? 
And when their foes lie beaten before 
them, does she help her beloved tum aw T ay 
from vengeance and toward mercy? If the 
answer to these three questions is is yes" the 
lady is a true Romantic Heroine. Any GM 
who introduces her into the campaign is 
likely to have any number of potential 
Romantic Heroes eager to win her hand, 
no matter how plain or pretty she may he. 

The Winning Of a Romantic 
Heroine 

With all due respect to Princess Jasmine 
from the movie AWdin, her heart, and the 
heart of any other Romantic Heroine, is a 
prize to be won: a prize beyond all the jew¬ 
els of the earth, but a prize not to be won 
by macho posturing and vainglorious 
boasting. Caring and kindness, tenderness 
and thoughtfulness, as well as the more tra¬ 
ditional adventurer virtues of courage and 
loyalty, are needed to win this contest. In 
the end the prize will award itself; but 
there can be no doubt the winning and the 
awarding is a sub-plot worthy of lengthy 
exploration in the overall campaign. What 
follows is a single possible scenario* 

The party comes upon a wilderness 
holding overwhelmed by raiders. Only a 
single small building remains and it is 
about to fall as well. One player character, 
who wishes to take on the role of Roman¬ 
tic Hero, sneaks in and discovers the only 
survivors are a woman and her two chil¬ 
dren. She is telling the elder child to take 
his sister through the secret passage and 


Et>nc., 




Most of the Romantic Heroine's skills 
will he supportive of the player character 
and useful in furthering his goals, rather 
than ones which allow her to stand alone 
and go $er own w r ay. (Again* this is 
because the heroine is a non-player charac¬ 
ter and shouldn't dominate the spotlight, 
rather than any innate weakness on her 
parr.) She takes little part in a pure hack 
and slash game, hut looms larger as politi- 


mind and diligent spirit 
she should be more 
than just competent! 
She should have been 
trained to manage a 
noble household and its 
lands, since its lord 
might he absent for 
long periods while 
fighting on behalf of 
the king. At the very 
least the holdings 
should not suffer under 
her leadership. If the 
lord is one of those 
characters whose only 
non-combat skills arc 
things like Fletcher or 
Alchemist it probably 
prospered with him 






r 




r Ihe I Romantic 
Uleroine is a 
smart, strong, vital 
and capable woman 

i 

who is skilled at 
whatever she turns 


Ik 


her hand to. 


J 




Local legends, poli¬ 
tics and common 
knowledge are easi¬ 
ly provided by her 
as well as 



wmen seem- 
ing friend is ready- 
ing a hacksrah and 
which gruff old 
codger blusters to 
hide a soft heart. 
Sometimes the 
heroine is also the 
last-resort voice of 
caution when the 
players arc about to 
do something dis¬ 
astrously foolish. 

In short, the 
Romantic Heroine 


cal, economic and 
cultural concerns 
enter the cam¬ 
paign. Now the 
GM can showcase 
the value of her 
peaceful skills, A 
heroine with 
musical training 
might know an 
old ballad w-irh a 
vital clue, or be 
able to sing the 
words required to 



activate a magic 

item. The one with knowledge of weaving 
could tell if a tapestry is a valuable heir¬ 
loom or bargain basement eyesore: possibly 
even have an idea as to its source* which 


adequate and does she inspire the weak of 
heart with her faith in her husband's abili¬ 
ty to delay the enemy? Should she and her 
lord face the smoldering wreckage of what 
had been their home, would she speak of 


into the forest; she will stay behind and 
buy them time. When the hero reveals 
himself the lady instantly knows he is not 
one of the butchers outside, so she begs 
him to go with her children. An adult war- 




uaiumanr NutntreM 



Tho Romantic Heroine 


rior is quite capable of seeing them to safe¬ 
ty, but no fighter, no matter how war- 
skilled, could hold out against the horde of 
attackers. This gives the hero a chance to 
showcase his combat ability by playing 
"Horatius at the Bridge" and holding the 


death. She had been his fiancee before she 
was lost at sea, and were she still alive their 
engagement would have made him ineligi¬ 
ble for the position of treaty groom. 

If the players have even a drop of 
Romantic Hero blood in their collective 


doorway until the 
combined might of 
the party routs or 
slays the attackers. 

During the long 
journey back to civi¬ 
lization the Heroine 
is hard working, 
uncomplaining and a 
rock of reassurance to 
the youngsters, 
mourning her fallen 
lord with silent rears 
only where the chil¬ 
dren will not sec and 
be frightened by 



veins they will refuse 
to consider murdering 
this good man and 
turn to their last 
option. While Hero¬ 
ine and Duke stall 
like Penelope and 
Telemachus waiting 
for Odysseus, the 
player characters 
embark on a hopeless 
search for a woman 
both their good sense 
and their magic tells 
them is dead! 

After a lengthy 


them. Whatever the quest —where the 

adventures that befall, she is cool-headed, characters thwarted evil, upheld virtue and 

brave, resourceful and pulls a great deal generally acted like the figures out of myth 


more than just her own weight* By the and legend they are (or would like to be) 
time they've reached the royal court the — they manage to find the Duke's 


What follows afterward is up to the GM 
and players. It would make for some very 
interesting role-playing if the Romantic 
Hero tries to learn what his wife has to 
teach him in the way of courtly graces and 
manners- likewise if he tries to teach her 
some war skills* It goes without saying 
she’ll be using the best equipment avail¬ 
able, but a single unlucky shot could still 
be fatal. It should be an illuminating expe¬ 
rience to watch these mighty adventurers 
sweating blood over a little bandit hunt: 
the GM is encouraged to make the most of 
it* 

In the preceding article certain assump¬ 
tions were made. That the Romantic Hero¬ 
ine would he a noble woman is a standard 
convention; that most of the players would 
be male is the standard at conventions* 
Both GMs and players arc encouraged to 
set new standards* A Romantic Heroine 
who is a commoner might just have the 
horse sense and fresh viewpoint to become 
the court favorite* The lady hero seeking 
the hand of her gentleman of choice 
should be just as much fun, though the 
GM should come up with a good reason for 
his lack of war training. 


Hero has decided to seek the Heroine's 
hand — or will if he has the brains of a 
rock! Unfortunately, she can give no 
answer until an honorable period of 
mourning has passed; so for now they can 
be nothing more than friends. Less scrupu¬ 
lous rivals eye the inheritance she holds in 
trust for her son and try to force her into 
marriage. But the political infighting suc¬ 
ceeds only in making the hero, the heroine 
and the children closer than ever. 

Then a thwarted rival takes revenge* A 
peace treaty with a neighboring kingdom 
requires a bride he provided for a political 
marriage and he arranges for the heroine to 
be chosen* Worse yet, the laws of the other 
kingdom require the issue of her previous 
marriage be executed in order to safeguard 
the succession* Then the players discover 
there is no way for the marriage or the exe¬ 
cution to be prevented withour renewing 
the war! As a final irony, the Duke she is 
to marry is a nobleman in every sense of 
the word, and has no desire to force her 
into a loveless marriage or cause the death 
of her children. In fact, to protect the chil¬ 
dren he is walling to let himself be assassi¬ 
nated if the party can figure a way which 
won't trigger a new war* Thus he will be 
able to join his childhood sweetheart in 


betrothed in the stronghold of some evil 
being powerful enough to subvert the 
magic which had been seeking her* 

Once rescued, the party must still get 
her to the church on time in order to stop 
both marriage and execution. On the jour- 


Alt in all, adventures centering around 
the Romantic Hero and Heroine can be 
some of the most enjoyable role-playing 
around* This author hopes yours turn out 
that way. □ 



ncy back all the good deeds the characters 
performed are repaid with interest. Only 
the mountain village they rescued from 
raiding monsters can show them the secret 
pass. Only the fishing village they saved 
from slavers knows the way through the 
deadly reefs and shallows* Only the captain 
and crew they protected from pirates is 
bold enough to take to sea during the 
typhoon season. Finally, there is the last, 
long speed run: a hell race only the a 
characters 1 matchless Arabian 
steeds, gifts of a grateful caliph, 
can hope to win. 

As the PCs arrive in 
the nick of time, who can 
blame the Hero and Heroine 
if they join with the otl 
reunited lovers in marriages which 
give meaning to the phrase "sacred 
union*” 
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Dr. Quentin Talbot 

Occupation: Archaeologist 
Skills: Archaeology, Ancient HLsiory/Writing 
Motivation: Acquiring Knowledge 
Weakness: Academic Zeal 

Dr. Talbot is flu 1 youngest son of a prominent 
British family. He earned a Duct orate at Cambridge 
where he taught for several years. In hvs ^7fh year 
Talbot went on an extended sabbatical from his 
teaching position to pun an expedition in search of 
the tomb of the fabled Egyptian mage Ronma-Tor. 
The tomb, when found, contained many artifacts 
including several scrolls. The sarcophagus of the 
mage, however, was empty. 

Soon after the discovery of the- tomb, a rash of 
mysterious deaths swept the expedition’s camp with 
the vie urns’ bodies found in attitudes of extreme 
age >ny w it h h m sks of i itter tern >r < m t he i r t ac es. Fea r- 
mg the outbreak of some new plague, the expedi- 
lion hurriedly packed up and returned to London. 
The deaths followed it there, with most of the vu> 
rum coming from the shuns and other lower-class 
sections of (he city. Several of the expedition mem¬ 
bers have also met with gruesome ends, the must 
recent being a Professor Ash bury-Brighton, a close 
friend and colleague of Talbot's, who died with has 
wife when their brand new horseless carriage inex¬ 
plicably swerved off a bridge into the Thames, At 
the funeral, Talbot was reported to have been unaf¬ 
fected by the death of his friend, and expressed the 
desire to get hack to his study of the scrolls brought 
hack from Egypt, \ le has locked himself m his study 
m order to accomplish this, refusing to see anyone, 
including the police, who are investigating the rash 
of deaths. J 


Lindy Monroe 

Occupation: Crusading Newspaper Reporter 
Skills: Investigation, deductive reasoning 
Motivation: To find the truth 
Weakness: Kind-hearted, impulsive 

Lindy, an investigative reporter for the Neu* 
York Daily Seiuiuek wjs sent to work for the papers 
branch office in London. Although her superiors, 
wary of tipsetting the wrong people, tried to limit 
her assignments to "Ladies'Oriented" subjects, 
Lindy shit managed to find time to uncover some 
juicy scandals among the upper crust. She also 
made lasting friendships with several prominent 
women, and is reputed to he romantically 
involved with an English peer lr is because of this 
that die is able to move about vitrually unimpeded 
among rhe higher social echelons, 

Lindy was assigned to cover the rash of deaths 
in London's slums when she was contacted by one 
of her friends. The woman, whose husband 
financed rhe expedition to Egypt, informed Lindy 
that Dr. Talbot had mentioned being on the 
brink of attaining "Unimaginable Power" at a 
dinner party some days back, and had witnessed 
rhe deaths of Ashbury-Brighton and Ins wife, and 
was reported to have laughed as he watched their 
car sink into the Thames taking them with it, 
Lindy was also directed to a mental hospital 
where Talbot's former Chambermaid Sarah is 
being kept under observation. Based tin the testi- 
niony tif these two women and others, Lindy sus¬ 
pects that Tnlhot is somehow involved in the rash 
of dealhs and is cutrci hy seeking evidence to 
prove his guilt, □ 


Sarah Templeton 

Occupation: Housemaid 
Skills: Cleaning, serving 
Motivation: To live comfortably 
Weakness; Romantic daydreams 

Sarah has been secretly in love with the dash¬ 
ing Dr. Talbot for years. Her affections have not 
been returned in any way hy the doctor, yet Sarah 
is blinded to this hy her romantic notions and has 
often told her fellow servants that “one day he’ll 
he able to freely admit his love for me, and then 
we can he married!" 

When Talhor returned from Egypt, he was a 
changed man, preoccupied wirh deciphering the 
recovered scrolls to the exclusion of all else, and 
he no longer smiled or gave his customary kind 
word to Sarah or other members t>f the staff. The 
doctor also began receiving an increasing amount 
of late-night visitors who were always accompa¬ 
nied hy "'a smell like out of a charnel house!" It 
was during one of these visits that Sarah wit¬ 
nessed rhe event that drove her temporarily 
insane. Investigating a crash from her master's 
study, she saw two young girls strapped securely in 
chairs while her master stood reading from a 
scroll in the corner. A shadowy figure material¬ 
ized and enveloped the girls, and when it depart¬ 
ed, they were dead, their bodies reduced to emaci¬ 
ated husks. This proved too much for Sarah's frag¬ 
ile mind and she fainted away screaming. She 
awoke in St. Catherine's Asylum habhiing about 
the devil loose in Cambridge and stealing souls. 
Het ran tings were considered to He delirious until 
she was discovered by Lindy Monroe, who talked 
to her and began to piece together exactly what 
was occurring in the Talbot house, □ 
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Skills; Dark Magic 


Motivation; To enslave mankind 
Weakness; Weak from passage of centuries 

Ramna-Tor was a mage of the first dynasty in 
Egypt where he served ns advisor to the Pharaohs 
and used his magic to insure their victory in bat¬ 
tle, Growing rired of serving those he saw as infe¬ 
rior, he gathered an army of both the living and 
the dead, and was only defeated by an alliance of 
wizards. He was interred with honors appropriate 
to his former position, but the warding spetl which 
had kept him from this plane w r as broken hy Tal¬ 
bot's 189.3 expedition. Tor immediately drained 
the life energies of several people in the camp in 
order to revitalize his powers and to reanimate his 
mummified corpse, and would have killed Talhor 
too if he had not realized he would need a guide of 
sorts in the strange new world of the late 19th 
century. Using mind control techniques, he 
directed the Doctor to have his mummy shipped 
m secret to England along with several artifacts 
from his romh, including rhe scrolls. 

Tor regularly has Talhor bring victims to his 
home, as venturing too far from his body weakens 
Tor severely. Ofren this is not possible, and Tor 
must venture our into rhe city to hum, appearing 
before his victim as some horrible nightmare crea¬ 
ture; this is how he dispatched Professor Brighron 
when the Professor hegan to suspect Talhor. Tor 
has planted in Talbor’s mind the idea that the 
send Is brought hack from Egypt contain the 
secrets of immortality and cosmic power, which 
help him maintain his hold over rhe Doctor □ 



Lady Regina Ashton 

Occupation; Titled Noblewoman 
Skills; Seduction, Deceit 
Motivation: Lust for power 

Weakness; Overconfidence, Braggart 

As a child* Lady Regina was coddled and pam¬ 
pered to the extent that she became quite spoiled. 
Seeking to somehow tame their wild offspring, Lord 
and Lady Ashton arranged for Regina to many the 
son of a neighboring landholder. The marriage was a 
loveless one and ended three years later when Regi- 
na s husband was killed during a hunt, leaving his 
young wife to inherit his vast holdings. Scareely two 
months after her husband's death she shocked her 
family hy embarking for Africa with a man of ques¬ 
tionable reputation for a year long trek across the 
continent- Her family and most of polite society 
turned their backs on Lady Regina, but she didn't 
care; her late husband’s estate would support her 
comfortably for rhe rest of her life, and for compan¬ 
ionship she gathered about herself a group of women 
who shared her ideals, including Lindy Monroe. 

Lately, Lady Regina has been a smxtg advocate 
lor equal rights for women. However, her plans do 
not stop with merely obtaining the right to vote; no, 
Lady Regina has plans for the rise if a matriarchy 
that would rule over the Empire- Lady Regina made 
the acquaintance of Dr, Talbot at rhe home of a 
friend and learned of the scrolls, She is aware that 
they grant their possessor great cosmic power, 
although at present, she is ignorant as to what the 
power may he. She does know that ins only a inatter 
of rime before Talhor falls under her spell enabling 
her to leam the scrolls' full secrets. O 


1 



■ 

Dimitri Stavros 

Occupation; Dealer in Rare Antiquities 
Skills; Deception, Stealth 
Motivation: Desire for wealth 
Weakness: Greed 

Stavros runs a small, successful shop in his 
home village in Greece when not out working 
some dig, when rhe shop is overseen by his sister. 
The shop deals in rare artifacts which are eagerly 
snapped up hy tourists. Most of the artifacts are 
carefully crafted forgeries designed to fool the une¬ 
ducated, bur the shop also has several genuine arti¬ 
cles to sell fur a premium price- Unknown to the 
general public is the fact that the shop also does a 
booming trade in fencing items stolen from muse¬ 
ums and private collections. To protect himself, 
Stavros puts potential customers through a rigorous 
background check. Failure means that the client is 
turned away, or in some extreme cases, murdered. 
With a hr>dy toned hy years of hard labor, and rhe 
looks of a classical Greek gtxi, Stavros is a popular 
figure both with the ladies and with the leaders if 
archaeological expeditions who are impressed with 
his knowledge of rimes past. His beaming smile 
and jolly wit, however, hide the soul if a viper. 

Recently, Stavros; was approached hy a group 
calling themselves the Black Order who desired 
rhat he obtain for them several items from the Tal¬ 
bot dig in Egypt, with an emphasis on the scrolls 
recovered. Stavros traveled to England and used 
contacts there ro ohtain a position as butler in the 
Talhor household, where he awaits his chance to 
steal rhe scrolls. J 


96 


VoMman Wimbar4 









































The deathly 
silence of space 
is shattered by 
the terrifying 
whine of laser 
fire skittering 
across your 
ship’s hull. You 
spin your T^lon 
into a desperate 
barrel roll in a 
vain effort to 
evade the Dart 
on your tail, only 
to find yourself 
staring at a new 
foe... nose to 
mirrored-cockpit 
nose. 


Fighter pilots 

never get a 
break 
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The Black Order 

Occupations Mysterious Cult 

Skills: Mostly unknown, but ritual murder 
has been hinted at. 

Motivation: Unknown 

Weakness* Unknown 

Very little is known about this group aside 
from the fact that they are quite secretive about 
rheir activities* and are purported to have mem¬ 
bers all around the world. Attempts ro infiltrate 
the group have all failed, and the whereabouts of 
their headquarters remains a mystery. The sign of 
the order: a Mack pentagram with a clenched list 
at the center has been found at the sites of several 
gruesome murders which has lead authorities ro 
believe that the group may he a cult sit assassins 
similar to India's Thuggee. 

Members of the order* when they have been 
seen, wear long ebony robes with hoods that 
obscure the wearers face. Although the group is 
believed to be primarily male, some women may 
also be members as evidenced by an encounter 
with Police in 1894, in London. A member of the 
order was hnefly cornered alrcr the murder of a 
Magistral and was described as speaking in a 
decidedly feminine voice. The voice was also 
described as being very cultured, which has lead 
to fears that the group may have members in rhe 
arisroerncy and is planning an overthrow of the 
G^svernment. □ 


Nightwalkers 

Occupation: Undead servants of Ramna-Tor 
Skills: Seduction, great physical strength 
Motivation: Obtain life energies for their Master 
Weakness: Fire, prolonged exposure to sunlight 

Realizing that he would need agents, Ramna-Tor 
has turned many of his victims in the city's slums into 
Nightwalkers. The vast majority of these are prostitutes 
who use their seductive skills to draw in then prey. 

■ " I f* 1 

Nightwalkers restlhble normal living humans 
save for very pale ski^ rone and vacant staring 
eyes. Their minds are : almost completely gone* 
taken over hy the power of their Dark Master. 
Despite this, they can be made to recognize firmer 
friends and relations if Tor so desires, as well as 
interact with others as if still alive. Intensive ques¬ 
tioning will reveal rhe deception, and the creature 
will attempt to kill its victim quickly, then escape. 
A Nightwalker will first gain the trust of its victim 
before striking, usually in a secluded place. It will 
then absorb the life energies of the victim into 
itself to be transferred later to Tor, Some of the 
energy is retained after this transfer in order 10 sus¬ 
tain the Nightwalker's “life." The victim either 
dies, nr is turned into another Nightwalker. 

Nightwalkers aie also endowed with great 
strength in order to defend themselves. Due to 
their undead state, Nightwalkers are immune to 
most weapons, hut can he destroyed hy exposure 
to fire. Likewise* they must hide from the daylight 
as the sun can hum them after prolonged expo¬ 
sure. If a Nightwalker is “killed" while still retain¬ 
ing energies from an recent victim* this energy 
will he dissipated in an explosive manner. □ 


Hell Rats 

Occupation: Animal Minions of Ramna-Tor 

Skills: Stealth, speed, poisonous bite 

Motivation: To gather intelligence for rheir 
master, kill his enemies 

Weakness: Fire, most human weapons 

Hell Rats resemble normal rats except thar 
they are 25% larger and come from an alternate 
dimension. Ramna-Tor uses them as Ins "Byes 
and Ears" Co canvass the whole of rhe City of 
London as well as other areas he is interested in* 
such as Cambridge, where he uses them primarily 
to keep tabs on Dr. Talbot while he is engaged 
elsewhere. The rats either communicarc back ro 
Tor what they observe via telepathy or, in some 
cases, link cheir minds with his so char he sees 
what they sec, hear what they hear. 

Their hire contains a venom extremely putso- 
nous to humans that kills within several minutes 
if not treated quickly. They attack either singly or 
in overwhelming swarms, hi mnsr cases, they will 
chi >ose escape over confrontation if the intelli¬ 
gence they carry is in jeopardy. Their speed and 
stealth makes them extremely difficult to catch, 
hue they can be killed using conventional means 
with the exception of poisons and halted traps* 
(They're too smart for that!} □ 
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WEIRD PETE’S 

BASEMENT SPECIAL 




WEIRD PETE was holding out on KODT 


fans everywhere! KODT#l has been sold out for 
months, but stingy of Pete was hoarding 25 copies 
in the basement of his gameshop. Fortunately, Pete lost his 
shirt by over-purchasing cases of SPELLJACKED" cards and 
needs to pay the rent. 

The first 25 respondents to this offer will receive 1st print-run 
issues of KODT #1, #2 and #3i! As a bonus, you can request to 
have your issues signed by the artist. Only $15.00! 

Product KODT-SPOl 


For a catalogue of KODT comics and relat 
ed products, send $1.50 for S&H to: 

Q KODT ENTERPRISES ^ 

xir 8780 19th St. Box*181 
U Alta Loma, CA 91701 

v j Email: JotlyRB@aol.com j 


B.A. FELTOM METAL PINS 

Available Now! Everybody's favorite GM, BA FELTON! Immortalized in melal by sculptor, 
Tom Meir! No picture available for this metal pin but it’s based on the image of BA to the left 
with the words, J Because fm the GMl" emblazoned across the front of his Gtt's screen. BA. 
in ail his glory, right down to the 3-day stubble on his chin and unkempt hair. Only $5.00! 

Product: KODT-2001 
































































































































































































































































































































































By Ken Carpenter © 1995 •> Map by Matt Staroscik 

Illustrations from Silent Deatht The Next Millennium courtesy of LC*E. and used with permission. 


Silent Death: The Next Millennium 

Deluxe Edition 

Punished by Irai Crown Enterprises 

Design: Kevin Barrett/Matt Forbeck 

*7200 * s50.00 

Presentation; 9<o> Playability: 9 ^ Value: 10 

So, you’ve been waiting as long as I 
have and now you’re wondering if it was 
worth the wait. When you go to see a 
movie for the first time, and all of your 
friends have been raving about it for the 
past two weeks, you are often let down 
because your expectations are so high. 
Well, my expectations were high for Silent 
Death; The Next Millennium.,.and I 
wasn’t disappointed. 

The central mechanics haven't changed 
that much — the critical hits are now 
based on multiple dice so the devastating 
crits don't tum up as often, missiles do bet¬ 


ter damage, and the point system has been 
changed so that a ship building system 
could be added. There are also hordes of 
cool optional rules that just beg to be used. 

In Silent Death, fighter class (and gun¬ 
boat class) space ships dart about in dizzy¬ 
ing maneuvers, attempting to stay one step 
ahead of their enemy while trying to 
acquire a target for their own deadly hail of 
fire. It is fast paced and wonderfully strate¬ 
gic. The hit/damage system is elegant in its 
approach and ease of use* 

The rule book, which is available sepa¬ 
rately as stock number 7201, has all the 
rules, a bunch of ship record sheets, and a 
number of advanced scenarios which can 
he played as stand alone games or used 
with the mini-campaign system* 


In addition to the rules, the Deluxe Edi¬ 
tion comes with 48 plastic ships (and they 
are nice!), a hunch of missile, torpedo, and 
asteroid counters, a booklet of introductory 
scenarios, and a booklet with ship record 
sheets and easy references. Nowadays, 
you’d expect to pay $50 for the figures and 
counters, so 1 guess the game is FREE!? 

Okay, given! — I'm a miniatures fanat¬ 
ic who even gets some perverse enjoyment 
out of Critter Command, but this is a set 
I'd recommend to even my most serious 
gaming friends (and some of them are 
much too serious). Surgeon General's 
Warning — Does not cause cancer, but is 
way too addictive to be consumed by the 
general public. Not for sale to non-gamersI 

Colos Knives 

by Ken Carpenter 

Radison “Rad" Starbender 
checked the readings on his sptinaJ 
position mg system and ran a 
cross-check against rhe star-mit 1 
equipment ♦ They both positioned 
his House Colos Pharsi U about 
20 minutes our from the Luches 
l/topia base. Through his cockpit 
glass. Rad could barely make out 
his wing-man's green running 
lights just J00 meters to the port 
and riding at about ten o'clock. 



The usual diatrer and bravado 
that preceded a strike mission teas 
missing —- orders were for strict 
communications silence. Even the 
internal comm-links between Rad 
and his two gunners t "Hype” and 
"Ruflseye”, were silent , There 
teas an eerie /eefing about this one 
that none of his crew could shake. 
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Mew Perspectives 



For one thing, t/us was the first time they 
had gone in without some son of escort. The 
Phanii was a hear) hitter, hut couldn’t 
maneuver as u«II as the smaller, light fighter 
craft that it often found itself u/> against. 

This mission was different in a few other 
aspects as well, The two irsri were to fly 

through _enemy_ space on their approach to 
u-hat the Utopians claimed to he a non-mill' 
tary outpost at the very edge of Coios-elaimed 
territory . The) 1 were to destroy it and whatever 
eke the) could find, then flee hack into Colas 
territory. Because House Oulos teas not unlk 
mg to fight an all-out war for this lit tie-used, 
uorthfess area of space, the smite was to be 
done without warning — lienee the surprise 
attack from "friendly” termor). The hose was 
to he prevented from calling for help until the 
attack had begun. Rv then it would he too late 
to save the base, and the Colos lenders doubt- 
ed Utopian resolve to risk large numbers of 
troops and ships in order to build a replace¬ 
ment. 

The Pharsii were already in enemy space 
and on their final approach to the base, find 
keyed the internal comm dink and checked the 
gunners' readiness. Weapons powered up and 
Rad's energy usage readout spiked. In another 
fa e moments the base appeared on the heads- 
up display — there were also four Utopian 
ships in the im media re a rea. 

Computer-generated ship diagrams flashed 
across Rad's ID screen, searching for a match 
im the enemy ships, finally the four diagrams 
locked in and Rad knew what they were up 
against — two Shryak Shuttle s, a Sorenson 
I//, and a Teal Hawk. 

Rad felt slightly relieved, knowing that his 
Thiirsii was too quick for the main armaments 
of the Sorenson and Teal Hawk to be effective 
against him, but he also knew that the eight 
torpedoes between them could more than even 
the score. 

At a signal from Rad, both Pharsii acceler¬ 
ated to top speed and headed straight for the 
base. Half a do^en torpedoes left the Soren¬ 


son, streaking for the invading Pharsii Ih as 
the Shryak shuttles tried to get to missile range. 
Rad said a little prayer and launched his own 
torpedoes 

This scenario for Silent Death: The 
Next Millennium sends two heavy fighters 
from House Colos against a numerically 
superior but lighter Luches Utopia fighting 
force in order to destroy an uncomfortably 
close "non-military" base. The optional 
nilcs for Decoys and Point-Defense should 
He used, but other optional rules must be 
agreed upon by both players. 

Use the standard scenario map set-up, 
meaning long-edge to long-edge. The 
Utopian base is in one comer of the map, 
taking one hex. Ships may pass through 
the hex hut may not end their turn in the 
same hex as the base. The asteroid field 
should be set up so that no two asteroids 
are adjacent — there should be at least one 
hex of open space between any two aster¬ 
oids. 

House Colos player; 

Those slime-eating Utopians built a 
base right at the edge of Colos space, thus 
threatening Colos sovereignty of the area, 
and it's your job to teach those mealy- 
mouthed dung heap uraggots a thing or two 
about interspacial etiquette! 

Your forces consist of: Two (2) Pharsii 
heavy fighters. 

Your mission is to destroy the base and 
escape by the end of turn 12. You can 
destroy the base by inflicting all 30 boxes 
of damage to the Utopian base or by 
inflicting the critical damage. If you 
destroy the base and exit one Pharsii off of 
the shaded edge of the map, you achieve a 
Marginal Victory. If you can withdraw 
both of your Pharsii after destroying the 
base, you achieve a Decisive Victory. Intel¬ 
ligence operatives have forwarded the 
information that your torpedoes are useless 
against the base. 

Luches Utopia player; 

If space weren't polluted by the likes of 
those Colos Neanderthals it wouldn't be 
necessary to build all of those "defensive" 
bases all along adjoining areas of space. 

Your forces consist of: one (1) Sorenson 
III, one (1) Teal Hawk, and two (2) 
Shryalt Shuttles, plus the base. 


You are to preserve your base if at all 
possible. If not, then you are to punish the 
Colos dogs for destroying it. If the base is 
still operational at the end of Turn 12, you 
achieve a Decisive Victory. If the base is 
destroyed but both Pharsii arc eft her 
destroyed or still on the map at the end of 
Turn 12 (when reinforcements would 
arrive to destroy them), you achieve a Mar¬ 
ginal Victory, 

The Base 

This is, in fact, a military base. As such, 
it has a number of special and defensive 
equipment built in. For one thing* the 
ECM equipment at the base is so effective 
that Torpedoes directed at the base auto¬ 
matically detonate at a harmless distance, 
though torpedoes may target ships in hexes 
that are adjacent to the base. Also, there 
are two (2) missile systems* each with 20 
missiles, mounted on independent 360° 
turrets (top and bottom). The base com¬ 
puter system operates the missile systems 
with an effective gunnery of 7, 

The base has two Decoys, a Point 
Defense of 1-5 (2), Drive 0, Defensive 



Value 13, Damage Reduction 4, and thirty 
(30) damage boxes with a critical hit at 
#16 (roughly halfway through). When the 
critical box is reached* the artacker rolls 
3d8: if the attacker rolls 14 or more the 
ha sc blows up as a result of fire and ammo 
explosions, hut if the roll is less than 14 
the critical has no effect on the base. Dam¬ 
age to the base does not reduce its Defen¬ 
sive Value of Damage Reduction, since 
pieces blown away from the base will just 
become a cloud of debris protecting it from 
future attacks. J 


SHAMS ©1995 



























i L>'. 


The Magic: T 


rulebook. 




Mtjgit: The Gathering is a liademod of Wizards &l lit Coait, Int. INtfwtft W im (lum is a rtpsitred trade work ef WfZerdh ef llw iiu © 1 99i Wiiortk of ihe Coast, Im 




















Sailing the Waters of Play-By-Mail Games 



ig news rill around this issue. As 
you've no doubt read already, 
SHAD/S is going monthly, and with 
precious little warning to some of the loyal 
columnists (that's me, among others). As a 
result, I was caught short with nothing on 
hand...so I T ve shamelessly dug up a previ¬ 
ous review I did for Flogshifx Apologies to 
those who get both, but there ought not he 
too many of you who get both and remem¬ 
ber this review. 

Speaking of Flagship, there's some pretty 
big news there as well. As many of you 
know, l functioned as US Editor for that 
publication and as the PBM Editor here as 
well. Naturally, such an ordered environ¬ 
ment had to bow to the forces of entropy. 
The US edition of Flagship has recently 
been sold, and will be renamed American 
Flagship. The new owner (and editor) is 
Boh McLain, a regular columnist and long 
time veteran of the PBM wars. I'll still be 
affiliated with Flagship, doing some sort of 
article, review, or column for each issue, 
and 111 continue to handle the duties here 
as well. For now, those desiring to get in 
touch with American Flagship by snail mail 
can still contact me - a new address will be 
forthcoming. You can contact us at Flag¬ 
ships tight beam, com if you have e-mail. 

Ok, enough housekeeping. Forthwith, I 
present to you a review of Continuum by 
Zephyr Games, a low- to mid-complexity 
game of galactic conquest. 


By Joey Browning, U.S. Editor, Flagship Magazine © 1995 


What, another space PBM P 

That's what I imagine that a hefty per¬ 
centage of you experienced gamers are say¬ 
ing to yourself, ’Tis tnje that the "galactic 
empires at war" theme has had more than 
its share of the PBM market, and it's also 
tniG that such games have come and gone 
across the years. What, then, makes Con¬ 
tinuum any different from the others, and 
why should you risk your hard-earned dol¬ 
lars on this game? Read on — 1 1 1T cover 
what makes Continuum unique, and what 
it's good and had points are. Whether you 
risk you money is, as always, up to you. 

The Basics 

The basic premise behind Continuum 
is similar to that behind dozens of other 
space empire designs — each player begins 
with a single star system, and strives to 
eliminate his or her competition in order 
to fulfill their rightful destiny as ruler of 
the known galaxy. That established, we 
turn to what is in one’s setup packet: a slim 
30-page rulebook (5" * 8.5"), a four-page 
color hex-grid map of the playing area, 
information on the player's starting system 
and know technologies, a listing of other 
players in the game, and the initial fill-in- 
the-box turn sheets. All of this is surpris¬ 
ingly complete, even with the brief rules. 
Continuum isn't a horribly complicated 
game in terms of rules, hut is rather deep in 
terms of strategics, as we’ll go into later. 

Each game is played on a 40x40 hex 
grid (2-dimensional) that contains 160 dif¬ 
ferent scar systems, over which up to 20 
players (fewer at the discretion of the GM, 
hut usually not less than 15) vie for total 
control. The map printout is split into 4 
quadrants, one per page, and depict each 
star system color-coded by spectral type — 
important for production purposes. Players 
are allowed to choose from a list of colorful 
"icons” that will identify their systems and 


fleets on a first come, first served basis. 
These will sen e to indicate ownership and 
fleet dispositions of all one's own holdings, 
as well as any enemy units within scanning 
range. This is very neatly done, and the 
map is one of Continuum's nicer points—- 
each turn you can get a good perspective 
on what is happening just by looking ar the 
"known' 1 area ot the map. Once the game 
gets goings, players will receive reports on 
leading empires, technology advance-, 
ments, fleet and ship dispositions, and 
known ship designs in a fairly easy to read 
format. The fleet and ship listings do tend 
to get a bit cluttered at times, due to the 
large number of each that a player can 
have. Otherwise, it is a model of clarity. 

The basic space PBM theme of "pro¬ 
duce, research, expand, negotiate and con¬ 
quer” holds true here as in other games. 
Continuum does have its own angle on 
each o f th ese things, however, so I’ll 
address each separately. 

Building for a Better Future - 
Production 

The economic system in Continuum is 
very simple, and is kept that way on pur¬ 
pose. The designer wants the players to 
focus on ship design and combat, not nig¬ 
gling accounting details of taxation, popu¬ 
lation, raw materials, and the like. As a 
result, it’s quite simple to keep track of the 
economy of empire. Each star system' 
owned produces number of generic 
resource points, which is-used for all eeo 
nomic activity: ship production, System 
investment, research and developments, 
and ship repairs. Home systems will typi¬ 
cally have a RP value of 200, regardless of 
spectral type. Other systems wilt have a 
random amount of RP production depend¬ 
ing on stellar class: White stars will usually 
have the lowest income, followed hy Red, 
Blue, Green, Orange, and the coveted Yel¬ 
low stars, some of which rival home worlds 
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in potential. The budding emperor will do 
well to beep an eye toward spectral class 
when planning his initial expansion! Nor¬ 
mally, RPs can only be spent at the system 
where they were generated. However, 
transfers can be made to other systems or 
to other players - at a small cost. Any RPs 
transferred will spend one turn "in transit", 
during which time they are unavailable for 
use by anyone. This isn't a significant 
penalty, but it does encourage good plan¬ 
ning. Otherwise, RPs can be used to build 
ships that will appear at the end of the turn 
in a "Holding Fleet" — a fleet that can 
neither move nor fight, and that will be 
instantly destroyed if engaged by enemy 
ships. Only after the ships are transferred 
to an active fleer (and thereby equipped 
with crew and fuel) on a subsequent turn 
can these vessels be used. This also forces 
advanced planning, as building a large fleet 
this cum to counter a surprise enemy thrust 
is worthless — you'll have to have the 
ships already assigned for them to act as 
defenders. On the other band, system re¬ 
investment and technology research is 
immediate — those RPs arc applied at 
once. System reinvestment allows a player 
to increase the RP production of a system 
by 1 RP for every 7 RP spent. This is a 
pretty low return on investment, and 
should only really be used by a player who 
is forced into a pure defensive position — 
and even then, R&D is usually a belter 
choice. Otherwise, RPs are used to repair 
damaged ships, at 50% of the cost of build- 
ing new replacement systems. Note that 
some ships may he equipped with devices 
that will attempt self-repair, at no cost in 
RPs at all. Such systems tend to be both 
slow and expensive, however. Finally, if 
you desire to do nothing else, you can just 
accumulate the RPs from turn to turn at 
the system, to be spent later cn masse for 
that really expensive ship design, or that 
massive transfer of aid to a needy ally... 

Scientists and Naval Architects 

- Research 

The heart of Continuum is ship design 

— assembling a listing of different compo¬ 
nents into a workable warship, and using 
those designs to eliminate your enemies. 
There arc six technology areas that may be 
researched: Hulls, Weapons, Defenses, 
Warp Drives, Sensors, and Miscellaneous 
Modules, Each player begins at TL 1 in all 
areas, and research is conducted indepen¬ 
dently in each — it is quite possible to he. 


say, TL \ in Scanner tech, hut still TL I in 
all others. Note that all research is related 
to ship const met ion, with the single excep- 
rion nt Scanner Technology. In other 
words, there L no way to increase your RP 
output via R^ND, nor arc there planetary 
based defenses. The only things a system 
contains are a scanner of the very latest 
TL. an RP production value, and an RP 
stockpile. Everything else is contained in 
the various fleets in orbit about the planet. 

Every player beings with a listing of the 
common TL I components — ship hulls 
ranging from the tiny size 4 Scout to the 
mid-sized size 16 Light Cruiser, as well as a 
variety of non-mobile "System Defense” 
platforms, from size 1 to size 50, Upon 
these hulls can be assembled Warp Drives, 
Thrusters, Pulse Lasers, Anti-Missiles, 
Repair Pods, and a plethora of other items 
— a beginning list of 13 different units. 
Each subsequent TL breakthrough will 
bring the ability to construct new modules: 
better weapons, longer range scanners, big¬ 
ger hulls. It is in these design considera¬ 
tions that you will decide the style of your 
battle fleets. Will you rely on small, swift, 
expendable ships? Huge armored 
leviathans, sturdy but slow? General pur¬ 
pose jack-of-all-trades vessels? The choice 
is yours. 

Investment in technology is straightfor¬ 
ward, Each system can contribute a per¬ 
centage of its total RP stockpile toward a 
particular area. Depending on the amount 
spent, you will then have a chance on sub¬ 
sequent rums of attaining a breakthrough 
to a new level, at which point spending 
drops to zero and the cycle continues. For 
example, let’s say you elect to spend 50 RP 
from your home system on Scanner Tech 
on turn 1. This will give you x% chance of 
attaining Scanner TL 2 (the actual chance 
is not revealed, but you do get a "pie chart” 
showing the rough chance each turn). 
Assuming you are unlucky, you will still 
have an x% chance on the next turn of 
attaining a breakthrough, even if you 
spend no RPN on that particular area. 
Thus, while it is possible to spend enough 
quickly to get a 100% chance of a break¬ 
through, it is more economical to spend 
small amounts each turn, and gain the 
breakthroughs a hit slower. Make sure that 
you always have a small amount in each 
TL area, even if it's not critical to you; the 
chance of “hitting the jackpot”, however 
small, is worth it. 


Manifest (Stellar) Destiny - 
Expansion 

This is the quick grab of surrounding 
neutral star systems, and is vital to a play- 
er’s continued success. Note the word 
"quick” — virtually every one of the 160 
systems will be owned by the end of turn 3! 
Hesitating during this phase is fatal in the 
long run, but so may be overreaching your¬ 
self. For this reason, small ships are the rule 
of thumb early. However, under no circum¬ 
stances should you build an unarmed 
design, as it will automatically retreat 
when encountering a hostile vessel, losing 
what ever you may have gained. The pre¬ 
ferred explorer ship with the starting 
equipment is either a size-4 Scout with a 
TL-l scanner, a fission missile launcher, 
and 2 TL-l warp engines or (preferably) a 
size-6 Police Ship with a TL-l scanner, a 
fission missile launcher, and 4 TL-l warp 
engines. The next larger ship, the size-8 
Escort, is twice the mass of these two, and 
so would require twice as many TL-l warp 
engines to attain the same speed: nor 
worth it at all! Build as many of these small 
ships as you can, and stake your claim to 
all surrounding systems, following them 
with a second wave of similar or larger 
ships. 

Being the first to take a neutral system 
has two advantages: first, there is a small 
stockpile of RPs on each system in addition 
to the normal production. Second, and 
more important, there is a small chance 
that a new technology of a random type 
will be discovered on a new system — a 
wrecked alien ship with TL-2 scanners, for 
example. Once a system has been taken, 
fortify it heavily with defense platforms, or 
ship designs with few warp engines and lots 
of weapons and defenses. After the first 3 
or so turns of frantic expansion, the game 
momentum swings heavily to the defense, 
as non-mobile designs are more cost effec¬ 
tive than fast ships. This is the time to 
build yourself up, assemble your fleet, and 
contact your neighbors... 

The Silver Tongue - Negotiation 

Now comes the ticklish part. You have 
seized all available galactic real estate, and 
have a combination of map edges (the map 
does not wrap around) and potentially hos¬ 
tile neighbors in all directions. While you 
experiment with ship designs and drive 
your scientists feverishly onward, you need 
to contact some of those faceless icons out 
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there* In a curious twist* cooperation 
between fleets in Continuum is impossible; 
hartie will always occur between fleers 
belonging to different empires* You can, 
however, negotiate borders with certain of 
your neighbors* and even send RPs hack 
and forth — assuming you have that much 
trust! In the initial setup* you can choose 
how much contact information you wish to 
disclose: none, name and address* or name, 
address, and telephone number {work, 
home* or both)* Watch out for those 
'‘anonymous” players, as they are usually 
the most ruthless of the warmongers* 

The Iron Fist - Conquest 

If you are lucky enough (or skilled 
enough a diplomat), you can pick your own 
time in which to attack; otherwise, you’ll 
he defending yourself against enemy fleets 
sweeping in toward your worlds. This is 
where your ship designs come into play: 
just how effective are your missile*carrying 
destroyers against the enemy’s heavily 
shielded frigate squadrons! Combat is the 
heart of the system, and it is well* 
explained in the rules* There are a few 
twists due to ship and fleer initiatives and 


retreat levels, hut these will become appar* 
ent after your first couple of skirmishes. 
Remember: weapons and defenses aren't 
the only measure of a ship’s comhat ability! 
Advanced warp drives and high-tech scan¬ 
ners will give any fleet a big edge in the 
grand strategy. 

The Tactics of Empire * Begin¬ 
ning Tips 

A few rules of thumb for the novice 
player: 

1. Expand as quickly as possible — or 
faster* See the above commentary 

2. Invest early and often in R&.D. 

3. The most important technologies 
early are Scanners and Warp, not Weapons 
and Defenses* 

4. Don’t forget that ships built this turn 
arc sitting ducks for an attacker* if their 
cover fleet is forced to retreat* 

5. The defender has the advantage 
early, hut this will disappear if you get too 
complacent* You must spread your defend' 


ing ships about, while the attacker can 
concentrate his forces. 

6. Even obsolete designs can absorb 
enemy fire in a pinch. 

So, is it any good? - Conclu¬ 
sions 

The answer is a qualified yes* If you're 
not afraid to play “yet another space 
game' 1 * Continuum can he a lot of fun* 
Due to the number of ships involved, fill¬ 
ing out the turns can he a hit tedious* bur 
it's not very onerous, and there's no rrieky 
codes to remember — just ship IDs or even 
names {the GM is very flexible). Turn¬ 
around is one turn every 3 weeks, and this 
is adhered to, most of the time* The GM is 
quite accommodating if you have problems 
or late turns* and is reachable by phone at 
(206) 727-2677. He’ll even set up a fax on 
that number by prior arrangement for those 
desperately late nuns. If you're looking for 
a moderately deep game with simple rules 
and an emphasis on naval combat, this is a 
good one to try* Contact them at Zephyr 
Enterprises, TO Box 178, Cirrus Heights, 
CA 95611-0178. 
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Stick Figure Theatre Presents: 

‘Top Ten Things To Do At Game Conventions’’ 

By Chris AveHone © 1995 





2. Have miniatures battles with people whose style 
of play may be radically different from your own. 


1. Stay in hotel rooms that always have 
space for “just one more," 
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3. See new miniatures designs. 



4, Meet new friends. 



Continued on previous page... 


5. Pick up some more 
for your collection. 
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